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PLUS! 



SEGA RALLV TIME ATTACK 
COMPETITION 83 

Are you among the top ten Rally masters 
in the country? 

RALLY GUIDE PART 2 86 

If not, consult the second part of our Sega 
Rally guide! 

VIRTUA FIGHTER 2 MASTERCLASS 88 

And if fighting's your bag, then look no 
further than this! 
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CE WAR IS ON THE WAY! 



Japanese have decided to slash the Saturn's price to just 20.000 yen - that's only 
£12;! It seems thai the reason for this lies In the Saturn /Playstation hardware bat- 
tle, which Sega Is winning by over 300,000 units. Sega now want to push Sony out 
of the market even more with their aggressive pricing, and For the moment this 
seems to be working. The price drop Is also thought to counter attack the Ultra 64 
launch, where the machine Is bound to come in at a very competitive price. 
Whether or not this will lead to a price drop in the UK remains to be seen - it's 
unlikely that we'll see cuts by the same proportion, as Japanese retailers make no 
money on hardware sales at all. However, It seems a sensible strategy to boost UK 
Saturn sales, especially as they are beginning to catch up with Playstation. 
In the meantime though, be satisfied that there's plenty of top quality Saturn titles 
on their way to UK gamers over the next month or so, all of which you can reai 
about in this very issue. Plus, turn to page 98 now for an exciting announce- 

Sam Hickman 



VIRTUA FIGHTER 3... AT LAST! 



The new character that Yu Suiukl and co have enticing the lapanese public 
(and the world!) with has finally been unveiledl Previously, we could only 
see separate parts of the character in various press releases, but now the 
new fighter has made an appearance in full at the AOU show (an arcade show in 
Japan) . The new character is a Japanese female fighter named Aoi Umenokouji. 
She wears a pink and purple kimono with Sakura petal patterns on it and holds a 
fan (which Is no doubt used in her attacks). A character profile has not been 
released yet, but there was a moving demo of the character at the AOU. She 



showed some blocking movement but It is hard to determine what style of 
fighting she will possess. 

Other characters on show, were lau and Dural. Whereas previous VF graphics suf- 
fered from visible joining of the limbs, this time, the Chinese master looked like a 
real person with no blockiness whatsoever I However, K was Dural that stole the 
show. She/It looked Identical to Tiooo from the Ta movie. The metal surface 
reflected the light from the surrounding backdrops and can only be described as 
absolutely breathtaking. Expect to see loads more on VF] soon! 




Ice hockey VIRGINS 

Sega's NHL Hockey was reviewed in Issue i of Sega Saturn Magazine, earning a 
respectable 78%. Ready to face off against it is Virgin's Power Play Hockey '96, an 
NHL approved game, meaning all the teams and stars are in there Programmed by 
American boffins. Radical, this is shaping up nicely, using some breathtaking 
graphics and animation and featuring some very fast gameplay. What's more, it's 
being developed to accommodate six players simultaneously! Due out around 
lune. there's still some way to go before we can reallyestimatehowgooditis, but 
look out for a preview in next month's issue. 
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UPDATE 



Perusing through the contents you'll no doubt notice our Panzer Dragoon Zwei show- 
case. The version that we had was incomplete, lacking most of Episode 5 and all of 
Episode 8 and a couple of bosses. But as is often the way in the chaotic world of mag- 
azines, a complete version arrived in the office just too late to be included in the 
showcase. Not wanting you to lose out though, here's a look at all the missing bits: 



EPISODE 1: 



In our original version of the game. Episode 1 was quite short It still is fairly short but 
nowthere'sa lot more action, with more flying enemies especially Episode 1 doesn't 
have a boss however and there are no plans to include one. Instead a cut out sequence 
sees you moving between the daws of a giant monster that looks a lot like the boss of 
Episode 3. 



EPISODE 5: 



Episode 5 is now complete and it looks absolutely stunning. 

Rather than lotsofsmallenemiesattacking.it' 

on large foes which release a strange variety of projecti 

including thing; which split into about a hundred others thing; 

and then come racing towards you. 

searing out of the snowy landscape and dart about, unleashing 

spongy spheres which roll through 

the air in columns causing you to 

either dodge them or try 

and shoot them down. 

There's even stars which 

burst into fire work trails. 

boss, this is a black mushr 

thing except with spikes and an odd kind of grec" 

hexagonal shield Bizarre indeed! Anyway, it's bloody 

tough so be warned. 



EPISODE 8? 




So is there an Episodes? Well, yes and no. There's no 
official Episode 8 in the sense that when you beat the boss in Episode 
7you automatically go on to it. What we suspect though is that there i 
extra stage if you complete the game with a high percentage of shooti 
We shall see. 



DON'T BLAME US, 
BLAME THEM! 

Vou wouldn't believe the amount of phone calls we 
receive harping on about RF cobles (or lack 0/ 
them) PAL conversions, prices of games - just about 
everything that has anything to do with iega. But 
sometimes we're just not the best people to talk to 
- after oil half the time we're just as confused by 
decisions as you are. However, help is at hand with 
the all-new iega customer service line, created 
specifically to deal with 
all your game and Satui 
enquiries. The number 
to call is I0181) 996 
4610. If you have a mor 
specific enquiry {not _^k 
gome related) you ^^ 
can email Sega directly on 
segasaturn9soehq.sega.co.uk. 
They can't guarantee 
personal reply for 
everyone, but all of 
your queries/sugges- 
tions will be read. 
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LORDY'.IT'SGEBOCKERS! 



Contrary to popular belief, the Saturn 
Unk-up cable is on the way, and tc 
prove It here's the first link up 
game! Cebockers is currently only 
available in Japan, although rumo 
has it that the title will be appearing 
here in the next couple of months. The 
actual gameplay, predictably enough, 
consists of running about the levels, 
shooting at your opponent, and overall is 
quite, um, average really. But, at least it 
proves that the link-up cable exists, 
although at the moment, there's no other 
titles which it can be used with. A UK 
release date and price for the peripheral is 
yet to be decided, although it's expected 
retail at around I10-I2S. 
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GUNSTAR HEROES FOR SATURN? 

rging on the internet suggest that halcyon prograi 
hard at work on their next Saturn title. There's no word from the fn 
on what the new title will contain, but it's thought that a Gunstar I 
up. with a complete new game engine and new graphics is on the cards. Well, we 
certainly wouldn't be complaining if this turned out to be true -more when we get 
to the bottom of this story 




tly useful, but nice any- 
way—After you've played the game 
76 (yes jS) times, the game's back- 
ground changes according to 
whether you are playing It in the day 
night (provided your 
Saturn's clock is pro- 
grammed of cc 
Good, eh? 



Can you make 

split second decisions? 

Sorry, too late. 



One of the jets displayed on your radar screen is an RAF Tornado interceptor. 
Should it identify, engage or destroy its target? It's your call. 




You're working 50 closely with the Tornado 
crew that you feel you're in the cockpit with 
them. Their lives arc dependent upon the speed 
and accuracy of your judgement 

Because 111 a conflict situation there are no 
second chances. We're describing the work of 
Fighif; Controllers the eyei of the KAF 

Using scace-ot-the-an radar tquipmertr, 
they play a vital role operating one of the most 
advanced a:i detente systems 111 ihe world 

This could be deep underground in an Ops 
room Or as part of a mobile tactical radar unit 



Or at 30.0110 feet on board a Sentry E-3D, the 
RAF's latest advanced warning aircraft. 

Obviously, it's a job thai demands nerve, 
skill and menial agility. However, we don't expect 
you to be up-to-specd from day one. 

Which is why you'll receive six months of 
the most thorough training imaginable. Some 
you'll do on sophisticaled modern simulators, 
the rest you'll do for real. 

Until finally you'll find yourself dunking 
faster than you would have thought possible. If. 
by now, you're interested in becoming a Fighter 



Contact your local KAF Careers In form.) turn 
Office or simply telephone us on 034S 300 100. 
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READER CHARTS 



We want yout charts! Send your top tens in to us at CHARTS, SEGA SATURN 
MAGAZINE, PRIORY COURT, 30-3* FARRINGDON LANE, LONDON ECiK *AU. Three 
readers each months will be picked out of the bag, and will receive a brand spank- 



SATURN PRICE CRASH 



sec* SATWN 




xsST : 


™C." 




v 




IP 



The Game Addicts Company 



MAKE YOUR 
VOTE COUNT! 

Yep, It's that time again, readers. In May of this year we'll be announcing the 
winners for the EMAP Golden Joysticks Awards, where tap game companies are 
recognised for their best efforts in 1995 As ever, the majority of decisions for 
category winners are made according to reader votes. To vote, all you have to dc 
is fill in this form (or a copy of this form! and send it in to us There's ten sub- 
scriptions to SEGA SATURN MAGAZINE up for grabs for taking part, so don't 
delay 1 Entries must be received by March 30th and should be sent to 
GOLDEN JOYSTICK AWARDS, EMAP IMAGES, PRIORY COURT, 30-35 
FARRINGDON LANE, LONDON ECiR }AU. 

BEST ADVERTISEMENT 
32-BIT GAME OF THE YEAR 



BEST CONSOLE DEVELOPER 



BEST GAME MUSIC 



.BEST TECHNICAL INNOVATION 



SOFTWARE HOUSE OF THE YEAR 



VIDEO'S UP FOR GRABS! 

HereatSega Saturn Magazine, out generosity knows no bounds, and just to prove it 
we're givingawaya bunch of videos simply because we're in a good mood. Five sets of 
four videos are up for grabs, all from Warner's Beyond Vision and Terror Vision range. 
This quartet includes Roller ball, the sci-fi classic starring the gnarly James Caan, two 
Hammer classics in the shape of Frankenstein and the 
Monster From Hell and Frankenstein Must Be Destroyed, 
both starring the late great Peter Cush 
The Outer Limits: Volume 6, <r| 

which features 
the story 'Soldier' 
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Terminator. We can 
hear you chomping 
at the bit already, so 
without further delay, 
here's the question: 
Who wrote the book 
Frankenstein? Easy isn't 
it. Send your answers to 
WARNER VIDEO'S 
COMPO, SEGA SATURN 
MAGAZINE, 30-32 
Farringdon Lane, London, 
EC1R3AU by April 30th. 
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if you don t buy if you will be laughed af hy small children on the street. - Game Pro. 
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Usually, news of game development Is a bit quiet at this time of year, as most software houses have just about recovered 
from Christmas and are thinking about their summer releases. But, development news for the Saturn couldn't be better at 
the moment, with almost every software company preparing to release something on the Saturn. There's more quality 

ti t les on the way too. wit h same s such as Need for Speed and Space Hulk Saturn-bound sometime in the ear ly summer. And 
of course in the meantime, there's even more Psygnosis titles on the way too! 



3D LEMMINGS 
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No doubt you will have already heard about this one somewhere down the 
too, as it's already appeared on both the PC and the Playstation, Featurini 
the talents of novelist Terry Pratchett combined with the comedy genius of Erii 
Idle, Disc world is an adventure game played out in the fantasy world of the dis 
world novels. 

Based heavily on the Discworld series of novels, the game takes most of it 
influences from point and click RPG games (more popular on the PC than on co 
sole). There's no overall quest to complete, (we are dealing with creative types 
here), but one of the tasks you'll have to complete is ridding the 
ing dragon. But, that's just the tip of the iceberg. After locating the dragon, you' 
find much darker deeds afoot, with secret cults wc 
ing in the town, who are planning some extremely 
darstadly doings 

Although this is still very deep in developmen 
it's pretty safe to say that the fin; 
ly the same as the original title, and should prove 
be a popular game for the Saturn -the PC 

is awards for its innovative gameplay 
(t month. 
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Yeah, yeah, so Doom won't be out on the Saturn for a few more months. But 
there's nothing we can do about it, so you'll just have to wait. But there is an 
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DVERKILL 



After hastily retreating form the Sega market sometime last year, Konami seem 
to have had a change of heart and in addition to agreeing to publish one 
more title on the Megadrive, they've agreed to publish on the Saturn too. Luckily 
unlike their last game, Paradius, this is a complete new project tor the company, 
although it will appear on the Playstation first. 

Overkill is a 3D shooter, which poses the question "is violence any good?' To 
which the obvious answer is "yes, actually". As part of a special forces team, you 
have been hired in to rid the environment of nasty enemies with the help of some 
heavy machinery. 

Although there's not much to see on the game at the moment, the final prod- 
uct should be a top party of blood and guts, and if past Konami releases are any- 
thing to go by, it will be pretty innovative too. However, with most of the develop- 
ment taking place in Japan, it will probably be a fair few months before we get to 
see any actual code, but as the Japanese version won't be changed for us blood 
fearing Europeans. PAL conversion time will be as short as possible. 




NEED FOR SPEED 




or sitting In I lie passenger Mil smoking about 150 
cigarettes In the space of an hour. 



IMPACT RACIST, 




Plenty of guns, plenty ol bullets and plenty of dead bodies 
await the player In Overkill. 



With the heavy-duty console war that's going on at the moment, it's probably 
fair to say that lesser machines have lost out somewhat. The 3DO is a par- 
ticular example, and while it has had some great titles in the past, has been over- 
shadowed In recent months by both the Saturn and Playstation. 

Hut. that's not to say that there aren't any titles on the 3DO that are worth 
seeing on the Saturn. In fact, developers Electronic Art; have decided to convert a 
whole bunch of 3DO titles over the coming months, with the excellent Need for 
Speed heading the posse. This has probably been one of the most successful 3DO 
titles to date, achieving 90% scores from most multi-format magazines. 

However, unlike the rallies and Wipeout's of this world. Need for Speed is 
actually a driving simulation, so just putting your foot down and hoping for the 
best just won't work in this game. You can still reach some pretty high speeds 
though, and the pile ups can be absolutely horrific. 

There's been no word of an exact release date for this title, although work has 
already begun on the Saturn conversion - it should be a fairly straightforward 
process as it's unlikely that EA will make any real changes for this version. 



Jhigh life. Or so JVC would have you believe If you took their Impact 
Racing game seriously. 

Already released in Japan under the title Wang Gang Dead Heat, we didn't 
really expect to see this released in the UK. But JVC think that it will appeal to a 
certain type of gamer over here, but seeing as it features busty babes with not very 
much on , we think they're milking the "phwoar" novelty factor. 

Anyway, Impact Racing is a car racing game, in theory not dissimilar to Sega 
Rally. You get to choose a navigator (one of a variety of scantily-clad girlies) and 
they will inevitably guide you around one of the many courses on offer. 

It has to be said that graphically, this doesn't measure up to the might of 
Sega Rally, and even as a novelty product it doesn't really offer anything we haven't 
see before -except for squeals of encouragement from chosen girlie. But with rac- 
ing games more popular than ever on console, it could prove to be fairly successful, 
especially as it will no doubt be released during the quiet summer months. 
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With Manx TT barely out of the warehouse door 
and on the streets, you'd think that this would be a 
fairly quiet month for Sega. Think again though, 
this month we can bring you news of six projects 
that the Japanese have on the go - among them 
the eagerly-awaited Sonic game! 



AM3 UNVEIL NEW ARCADE TITLE - LAST BRONX 



Ievealed to the Japanese press at the recent AOU {arcade show), this new 
AM 3 title employs the Model 3 board, arid looks set to further enhance 
Sega's reputation as the best coin-op developers in the world? 

5et some time in this decade in Tokyo, the title spotlights gangs 
of youths who roam the city at night in search of violence and corruption. 
However, the leaders of each gang have decided to face one another in a battle for 
territory instead of their followers fighting little skirmishes across the city. Who 
will control the capital at the beginning of the sist century? Well, that's down to 
you and your fighting skills, buddy. 

Anyone who's been to Tokyo will recognise some of the buildings featured in 
this game - in fact Sega took great care in recreating Tokyo for the game's back- 
ground. The designers have also sought to bring realism to the characters by mak- 
ing them wear present day street fashion in Japan. 

The control method and the rules for this particular title haven't quite been 
decided yet. except for the fact that each fight will take place inside a closed off 
ring so a win can only be achieved by a KO. The game will feature S characters, all 
wielding weapons as such as tonfas and nunchucks More on this one as info 
-there's no word of a UK release at 




SONIC GAME UPDATE 

the details of AMj's new fighting game, Last Bronx, is pretty 
ie, information on the new AM; title is flooding in The new Sonic 
le will employ the same control method of the successful VF series 
I (featuring a joystick and three buttons in which to take your character 
into battle). AM 2 have also stated that there will be nine characters featured in the 
game. Alongside Sonic, there's Tails, Knuckles. Amy Rose. Fang, Espio, Metal Sonic, 
and Egg man. "That's only 81" I hear you cry. But don't worry. The ninth fighter is an 
all new AM2 character. At this moment, the programmers are considering whether 
to provide this new fighter with realistic animation as in VF2. More details next 





Sonic can't fight Amy Rait! She's luppoied to be his girlfriend! 
Ooh dear, this could ill turn out to be a bit dodgy. 
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VIRTUA FIGHTER KIDS ps 
MAKES PROGRESS If 

s VF Kids is aimed at Ihe younger generation of gamers, there's plenty 
of departures from the traditional VF gameplay-and AM2 recently 
revealed some of these to the Japanese press. For a start, there will be 
'hit' marks' after you hit your opponent, similar to the marks seen in 
3D titles such as Street Fighter. Contrary to our report in the March issue of SEGA 
SATURN MAGAZINE, the game will be made using the ST-V board. A conversion to 
Saturn would be very straightforward and has pretty much been confirmed. In a 
recent interview with the VF Kids chief, Mr Osaki Okamoto said that the Saturn 
version will have extra modes from the Arcade version plus an opening and ending 
movie for each character. 

Sega predicts that this latest addition to the VF series will be a great sue 
and the merchandising for the title (ie soft toys for each character) is already 
available. It's certain to go down a storm in Japan. 



AND THERE'S MORE... 

member Track and Field? How about Daley Thompson's Decathlon 
n the Spectrum? Well, forget all that rubbish, because Sega are cre- 
ting an all-new arcade sports game entitled Decathlete. Obviously, it 
I features all ten sports from the decathlon event and can be played in 
ingle or two player mode. The game has the same control method of 
is decathlon titles where repeated button pressing will make your athlete 
moves. It also features several angles from which to view your athlete, 
doseups, a two player option and a play back feature. News on a L 
<n details. 






TUA COP 2 FOLLOW UP 

previous two gun based games, 
decided to release yet another. 
' appearances from Rayge and Smarty, 

officer. No sir, you're a 
part of the Special Air Attack Force, 
i assigned to take out the terrorist force that 
Assembly meeting in New York. The terrorists 
have taken the world leaders within the UN and the many citizens of the city 
as hostages and are making unreasonable demands of the international 
community. In a normal situation, the NYPD would suffice, but these terrorists 
have an advantage ■ they have android soldiers that were developed as the 
next step in military technology. The fate of the world rests in your hand! 

equipped with recoilable 
ick back, giving the player a impres- 
pon. Another feature that makes this 
ies is that you don't have to reload. So 
at the enemy while frantically trying 
to reload your gun. However, one feature that has made it into this latest 
Sega game are the barrels and the abandoned cars that can be used to clear a 
cluttered screen of enemy characters. Gunblade is also the first 3D shooting 
game to feature enemies with Artificial Intelligence. What this will do to the 
game's payability remains to be seen but this new development is certainly 
very interesting. 

At the moment, only two missions have been outlined: 

1: Release the UN headquarters from the terrorist siege! 
is mission is designed to let the player become accustomed to the 
features and controls. Scene 1 requires the player to attack a batch of 
Is at the famous Times Squ; 

2: Fly amongst the tall buildings of near the Rockefeller Center 
1st destroying a floating air fortress. 

pert to be hearing much, much more about this title in 
ng months, plus details of special test sites sometime in early summer. 
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ACTIVISION 



3 The original Alone in the Dark only appeared on the PC. It's 
H sequel though has already appeared on the PlayStation and 
J now it's due for release on the Saturn. But the big question is: 
who's Jack? 
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JACK'S BACK 

Infogrames paint it black with their new RPG. 
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This nasly little figure is responsible for the death of your buddy, Ted Stryker. 
in the game there's the chance to take a little revenge on his behalf. 




These statues of the lions guard the maze which Eddie has to trek through in A bony hand is revealed at the window. Alone in the Dark makes use of cinematic 

order to get inside the mansion. Standing in his way though are two of Jack's cutting techniques to give things a hit of a movie feel to them. We in films call it 

henchmen. Best do them with the Tommy gon. montage you know. 
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is going to be big. r- 






| the first pictures were released in 

.e magazines, absolutely 
I everyone went RPG era;y. And since 
I then, although Climax haven't 
released much more of the game's code, the games- 
playing public have been absolutely gagging for 
more pictures of the title. And although Sega have 
had a tradition in the past of not releasing RPGs over 
here due to their sometimes obscure nature, they 
will definitely be releasing Dark Saviour in the UK. 
Unfortunately, it will be some time after the 
Japanese version as the amount of tent needed to be 
translated is staggering. 

However, despite the enormous amount of 
"story" which the game employs, we still managed 
to find out the general gist of what's going on. For 

Yep, this one is going to be big. 
no two ways about it. from 
the moment the first pictures 
were released in japanese mag- 
azines, absolutely everyone 
went rpc crazy 

some reason, you, (the hero of course] are called In 
to guard a ship with a monster on board. 
Unfortunately, this triffid-a-like soon breaks loose 
and devours one of the rough-looking sailor boys. 
Now it's up to you to recapture the monster. But first 
you'll have to find him. And let me tell you, this ship 
is pretty darned big- bigger than any ship we've 
seen before anyway. Plus, the monster has disap- 
peared, leaving a trail of destruction behind him. at 



Even though the Saturn has been out for well over a year in 
Japan, developers are sf/7/making RPGs that are more suited to 
the Megadr ive more than anything else. In fact, maybe some of 
them were created for the 16-bitter in the first place. But, that's 
no excuse, is it? Just as well, then, that Climax have developed 
the first 3D adventure to be seen on the system. 
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locking many of the paths that a 
lallytake when pursuing a 



part 



, all this path blocking and mini-fin 
hazards means that there's a heavy puzzle solving 
element to the title, and it's this part of the game 
play that has currently been programmed in. Ther 
no enemies to face at the moment, so unfortunat 
we can't bring you any pictures of the hack and 
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that the pre-pre- pre production version of the gar 
is looking mighty impressive. 

In addition to the novel 3D perspective of the 
game, there's also a unique control mechanism for 
the proceedings. It's possible to change the view in 
four directions, gluing you a different 3D angle - 
particularly useful when parts of an area are 
obscured by scenery. It's also possible to sweep an 
area from top to bottom and side to side, so that 
more of the immediate play environment is revealed. 
This makes the game much more innovative than 
the traditionally non-groundbreaking RPG, and of 
course is another feature that puts it at the top of 
the eager ly-awa it ed-games list. 

Although this will be out in Japan within the 
next month, it's unlikely that it will do very well on 
the import scene, simply because the amount of 
Japanese text will prevent even the most ardent 
RPG-er from getting very far into the game. 
However, worry ye not, because Sega have signed 
the game up for release in the UK for the early sum- 
mer months And we'll be bringing you updates on 
the title's progress as and when new versions arrive, 




Displaying how the choice of 3D perspective works while playing 
the game. Simply tap which direction you're after on the joy- 
pad, then watch as the screen scrolls around to the part of the 
screen you selected. At the moment, the screen returns to its 
original position when you take your finger off the joypad. 
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] We wanna be free! We wanna be free to, to do what we wanna do! 
H And we wanna get loaded. And we wanna have a good time. And 
that's what we're gonna do. 
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Gremlin bring their blaster to the Saturn! 
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YOU'RE SO SPECIAL 

Each of the characters in Loaded comes with 
their own ultra bomb. This is a unique spe- 
cial weapon that blasts every enemy on the 

32 bit power on offer these are stunning to 
watch, and refreshingly original. For exam- 
ple, Mamma uses a wobble bomb that sees 

elegant spiral bomb, and Fwank sends out an 
army of homing teddies to fluff up any foes 
approaching! 






Huge explosions! Death! Mayhem! Carnage! I sec Strug- 
desperation! And that's just in Loaded, 




! Who's this? they're not in the game! Fans 
recognise them at Pop Will Eat Itself. They 

Fact contributed a song to the gjme 
I, hey. it rocks you know! Really dt 
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AGAZINE Letters Page again! Remember that « 

i packaging f 



BAZOOKATONE "CRAP" BOMBSHELL 

DEAR OFFICIAL SEGA SATURN MAGAZINE, 

Congratulations on having the courage to rubbish Johnny Bazookatone in 
issue 4 of your estimable magazine. My only criticism of your review is 
that you slipped up on the rating. Surely you 
53%? 

Occasionally I'll buy a game after seeing 
almost did just that based on what GamePro 
magazine had to say about the PlayStation 
version They loved it and gave it 90% Hmm, 
I'm glad my local video store rents out Saturr 
games and 1 only had to pay £3.00 for a cou- 
ple of nights of playing this garbage! What 
were the playtesters doing when they were 
supposed to be evaluating this particular 
title? 

Perhaps the reason for my disenchant- 

stems from the fact that t should imagin. 
most people when it comes 



:plainwhyh 
yet is that I also own a copybox 
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games to be released. It saddens me some- 
what to see that all the developers seem to 
be interested in Is pumping out beat 'em up 
after beat 'em up. I don't mind seeing the 
same type of games released, but has there 
been anything new on the beat 'em up scene 
since they turned into 3D polygon affairs? 
Now we seem to be going backwards towards 
zD Streetfighter efforts, and money spent on 
bringing us these old style games could have 
been spent dreaming up something new. 
something that makes our 32-BIT wonder 
consoles behave like they really are the latest 
step forward, not a step into the recent 16- 
BIT past. 

Sega rally Championship is undoubtedly 
the best game for the Saturn to date, and 
when It's joined by WipEout and Destruction 
Derby the Saturn will have a really decent set 
of games in its stable. These games, while all featuring a driving/ 
theme are different enough to make it worth buying them all. It | 
that even if developers can't think of a new game genre they can 
come up with different style of game within a genre. 

Tim Kemp, Norwich, Norfolk. 

^ :- Well Tim, it seems you've solved your own argument there 
SP and Virtua Fighter 2 are both groundbreaking titles within 
genre, and have about as much in common as Rally and WipEout, 
precious little. Games are progressing nicely at the moment, and 
rent re-workings of popular niches are generally of a high standa 
never handle the number and siie of sprites found in X-Men or A 
a 16-BIT system. And remember, you don't have to buy any game! 
don't like. But we know where you're coming from Tim, and we li 




I AM A THIEF AND A SCOUNDREL 

DEAR SEGA SATURN MAGAZINE, 

Being the proud owner of a Megadrive 1, Megadrive 2. a J2X and a Saturn and 
because I've been reading games mags for several years now, I thought I had 
enough inspiration to write you a letter 



all great games. It's just a pity there haver 
it's the people slagging the machine off ti 

People like that obviously aren't famil 
important laws of gaming. These are: who 
payability is great: and it's the games that 
machine. I'm even looking for a NES with a couple of classics befoi 

These two "laws" are the ma 



Megadrives. What I haven't mentioned 
nd because I'm not proud of that, t thought I 
shouldn't mention it in a sentence starting 
with "Being the proud owner...". Anyway, I've 
got a Megadrive 1 to play games on my copy- 
bos and a Megadrive 2 for my 32X. so I don't 
have to switch all the time. So why am I not 
proud about owning a copybox? Well not 
because it is immoral or something, but 
because it spoils the games you play on it and 
thus ones gamesplaying capabilities, fust 
think about it -do you enjoy a game more if 
you bought it with your hard-earned money or 
if you copied it after renting it? 

When I first got my Megadrive sis years 
ago I used to buy games and play them until I 
dropped. As such I used to be very good at 
them After 1 had bought a copybox I played 
newly copied games only for a couple of days 
and then the interest wore off. Only after get- 
ting a 32X for Christmas a year ago (yes I know 
I'm a spoilt git, but I'm not complaining) I 
actually started to play games again. And after 
buying a Saturn last August I've become the 
games playing freak I used to be again. 

Having just mentioned the 32X brings me 
to another subject; people slagging the 
machine off. Admittedly the machine isn't as 
powerful as the other Next Gen machines, but 
it's much more powerful than we have seen 

the games that count and the 32X boasts 
some fine examples. Doom. Vr Deluxe, Star 
Wars, Virtua Fighter and Chaotix, while not 
quite amazing in the graphics department are 
L re haven't been more of them, but then again 
ineoffto blame for that, 
n't familiar with the two, in my opinion, most 
nn about the graphics if the 
the specifications of a 

forever I 



<e chosen to buy a Saturn and nol 

their PlayStation. I must admit that I too was fooled by the PlayStation bias which 

which Is swept through Europe and to some degree still does. However 1 used my insighl 

the cur- of the games industry, which I've obtained by reading games mags, and resistei 

rd. You'd Sony's campaign. Now I and many others cheer and PlayStation owners weep. 

pha with because the main reasons to buy a a PlayStation are Psygnosls' games, which ar 

, you now coming to Saturn Finally people are beginning to understand that Saturn i 

ke it. a fab machine. Still, I'm happy Sony entered the games arena, let's face it, Sega 
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games became very lame [What a good rhyming 
sentence -SSM] indeed after Nintendo was beat- 
en in the 16-BIT battle. Now after the arrival of 
PlayStation and Nintendo 64 due, Sega's games 
have improved umpteen times Even Soni 
on track, with two new games! 

This brings me to another subject Am I thi 
only one to think so or have Sega destroyed the 
great things about Sonic? I mean, at first Sonic, 

and later tails, were drawn the way they should be: simple. lust as Mickey Mouse 
has been for all these years. This was the best thing about sonic on the boxes of 
Sonic 1 and a. You'll see he looks much better on Sonic 1. The same goes for the 
graphical style of the first game:i6 colours, not too much foreground scenery, 
neatly defined square platforms and play area and good looking colour schemes... 
great! not the fuzzy, rough attempts of the rest of the series. I know Sonic has to 
be updated every time, but they should have done it in a different way. This is not 
the only reason I like Sonic 1 best. While a huge play area is supposed to be great. 
I found it off-putting In every game but the first there were areas which you 
would almost never see, whereas in Sonic 1 you could develop a path to get all 
the rings in almost every act. In fact, this is what Sonic is all about, ring collect- 
ing! I know what I've said about Sonic's 2, 3 etc also count; for Chaotix, but his is 
largely made up for by the original control method 

One final thing: why do all mags often consider ;D games outdated? I think 
the new sort of games Next Cen machines offer are a welcome addition to exist- 
ing genres, not substitutes. 

Anyway, congratulations on your excellent mag, say 
hello to every staff member for me and keep up the good 
work I 

RvK, Dordrecht, The Netherlands. 

j4_Z, This is possibly the longest letter we'\ 

~^^ received or printed, 

points. Copying, like smok 

great way to slutifyyour ir 

points out. In fact, he shoe 

As for Sonic, I can actually agree with you on this. It's a crap n 

talgic thing, but I do think Sonic looked cooler in the first 

game {although the successive sequels were better games). , 

However, like Mickey Mouse, Sonic has had to move with the 

times and fan's increasing recognition of him. After all, Mickey started 

life as a stick-thin black-and-white thing with two little dots for eyes, 

before transcending this form and becoming the portly middle-aged -looking pi 

faced giggling rodent we know and love. Them's the breaks, kiddo. 

FRUSTRATED HOUSEWIFE WRITES 

DEAR SSM, 

In last month's magazine you asked for letters on love lives Wei! I got married or 
the 24th )an '96 [Congratulations - SSM) and three days later my husband and I 
bought a 5ega Saturn. I must say it's brilliant. The only qualm I have is it's put pa 
to my idea of a honeymoon. My husband has a bad case of Worms which keeps I 
up till 3 or 4 o'clock in the morning and I have become a Bug alcoholic I know we 
did things around the wrong way, we had the kids and then got married, but I dii 
n't ever think our sex life would come second best 
to any game console. Roll on the day when we con- 
quer these two games and our honeymoon starts. 
A Very Frustrated Housewife, Newbury, Berks. 

jt^. It's official! Sega games are better than 
^^ sexl Which goes to show that the Saturn 
Mag staff aren't in fact a sad bunch of girlfriend- 
less no-hopers, but an elite corps of cyber-brain- 
sex cutting edge futurama studs. Ahem. 
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1 have owned various game consoles 
beginning with the Atari 2600 to the Sega 
Saturn I have today and have amassed hun- 
dreds of magazines for the machines and 
other interest; I have, and stres; I must point 
Out something I find very hilaricji 

Input from readers and consumer; who 
have bought products from whatever industry 
TV, VCR. Hi Fi, games system etc etc. the letters 
page; in magazines covering these products are all very much stereotype - "I've 
bought a Saturn because I wanted to slag all my PlayStation-owning friends off" 
or "Mine's better than yours, so there". 'Fraid not. I spent my hard-earned money 
on the game; system of MY choice. 1 made this choice myself because I bought it 
to please ME and not everyone else who would care to pass comment on it. 

Now the point everyone's missing is thi;- manufacturer; need this hype to a) 
sell products, b) develop better products and c) advertise the industry concerned. 
Admittedly I am a Sega fan but I'm not biased towards them. I enjoy play- 
ing PSX game; a; well but please do not ridicule other formats without con- 
crete knowledge of what you're talking about. I have read so many letter; like 
Bobbie Moore'; in issue 4 and 1 can't help but laugh. Where was his construc- 

Keep the hype going, which keeps the gaming industry in the public eye. but 
don't be unhappy with the system you own - if you're happy with it who cares 
what anybody else thinks. 

Simon Perryman, Carlisle, Cumbria. 



how do we know that your cash is "hard-earned"? Everyone says 
given that some of our correspondents seem to have almost lim- 
ime in which to indulge their Sega it stands to reason some of 
:omplete dossers who earn their money very very easily. The bas- 
argument there Si, but you're a bit of a junior conspiracy 
ikely that people exhibit the so-called "Mine's better than 
an attempt at self-justification. It's a tricky thing buying a con- 
and you've wasted £300 and you'll resent your decision. It's 
to allow consumers to steady their doubts by vocalisation. 
Anyway, fine egalitarian sentiments at the end there, which I 



nfro 



I DEMAND TAILS' ADDRESS 

DEAR SIRS AND S1RESSES 

I'll get straight to the point. I require some information, which will be of great 
value to me, and 1 know you dear fellows and fellowesses will be able to pro- 
vide me with it. Here goes: I am in desperate need of some background history 
about Sonic's two-tailed orange fox chum dude. Pray tell me, how did the little 
guy obtain his extra tail? Which zone did he come from? And most important 
of all, how did he and Sonic meet? I would also be entirely grateful if you were 
to print out an addre;s for Sega, along with a detailed description of Miles' 

Your slave forever. 



I! remember you when t'l 



HYPE-NOGOGIC MIND 
MACHINE 



DEAR SSM, 

I am writing to you about the ever on 
zone which surrounds the gaming ini 
between consumers and manufactur 




- Miles "Tails" Prower hails from the 
^0^ beauteous Green Hill Zone. Born with 
two freakish tails, Tails was packed off at an 
early age to Professor X's School for Gifted 

to use his posterior addi- 
tions to benefit animalkind. 
Shortly after graduating from 
Mutant Kindergarten Tails abscond 
ed to aid Sonic in hi; second fabled 
Mobius-saving mission. The two 
have been friends ever since, 
although romantic involvement is 
strongly denied by both par 
ties. Sega live at 266-270 





Howdy Sega pardners. It's time tor us to answer 
some more of your feisty and inquisitive questioneering. After all, 
we've got nothing better to do all day than sit around listening to 
you lot harp on about release dates and all that rubbish. Honestly, 
you should listen to yourselves sometimes. Yea, weH, anyway, if 
you've got a question you'd Nke answered pop it off to us at 
DESTROY THE STATE QAA, SEGA SATURN MAGAZINE PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. We'll do OUT 
best to answer it. 



CASE HEAD 

DEAR SATURN MAC, 

I am writing to you hoping that A) you'll answer my 
questions and B) I'll get my letter printed. 

i Could you please tell me where I could get a 
storage case for my Virtua Cop CD? I bought it with 
the gun but didn't get a case and you do with the 
versions without the gun. 

2 Will Battle Arena Toshinden ever be available 
□n a UK Saturn? The Jap import is retailing at £59.99 
plus another £19.99 for the converter. 

3 When will Mortal Kombat 3 and Sim City 
3000 be available? You reviewed them months ago. 

4 Do LucasArts plan to release PC games such 
as Day of the Tentacle and Rebel Assault on the 

5 When will Destruction Derby be available on 
the Saturn and which other PlayStation games are to 
be converted? 

6 In your opinion is the Saturn capable of run- 
ning a game such as Domark's Championship man- 
ager 3. and will games such as this be released on 
the Saturn? 

7 Do you require a converter to run American 
Saturn games on a UK system? Also will they run full 
screen and full speed? 

8 I currently own VF2, Daytona, Virtua Cop Sega 
Rally, FIFA '96, Worms and Rayman. Could you sug- 
gest any other games to buy? 

Finally could you please make clear when fea- 
turing games which are UK, Jap, American etc and if 
they are the final versions. 

Nick King, Handsworth, Sheffield, N Yorks. 



be out in the shops by now. j They should both be on 
by the time you read this. 4 Maaaaaybe, but not in tr 
near future. 5 It's a safe bet most Sony Interactive, 
Psygnosls and third-party games will reach Saturn. 
Derby should take another two-three months. 6 It 
should be. 7 Yes. No. 8 Guardian Heroes, X-Men, 
Streetfighter Alpha (in a little while), Panzer 2 (ditto), 



BE CG FEAR 

DEAR SSM, 

Your mag is absolutely, utterly brilliant. Now answer 
my questions, please. 

1 When will these coin-ops appear in the 
arcades: Manx TT. Fighting Vipers. Indy 500 and 

2 Will any of these games appear on the 
Saturn? 

1 Do you think that the Arcade Racer and the 
Virtua Stick give better gamepay than the ordinary 
joypads? Would you recommend me buying them? 

4 Any news on Virtua Fighter 3? 

5 1 have heard a rumour that Sega are making 
plans for another Next Generation games system, tti 
supposed to be called the Eclipse and to be released 
in 1998. Is this true? 

6 What does the CC mean in Virtua Fighter 2 
CC Portrait Disks? Are the stills like photographs? 



PS I've found out that if you shoot the hook 
above the ground in the warehouse on the first level 
of Virtua Cop you get more points Every time you fire 
at it you get an extra 100 points. 

Martyn Davy, Great Yarmouth, Norfolk. 

j r 1 They're all out now. 1 All of them, hopefully. 3 
^F Not really. The Virtua Stick Is okay, but it's horses 

good name, though. 6 They are indeed still pictures. CG 
is the standard term for computer- rendered 3D graphics 
of a static or animated nature. 



CHECK OUT MY BOX 

DEAR 5SM, 

Please could you answer these questions for me? 

1 Please could you print a picture of the box for 
VF2. because I've seen two boxes. 

2 Will Sega be releasing an add-on for the 
Saturn because Nintendo are for the Ultra 64? 

3 Any news on a Sonic platform game? Like 

4 Is it worth keeping my Megadrive and selling 
my Mega-CD? 

Keep up the very good work. 

David Ruddy, llay, Nr Wrexham, Wales. 

- ^ 1 Like it matters. One of them might be an 
•^0* import, so check the nationality before buying. 2 
That's a daft reason for them to release one. 3 Out 
before the end of the year. 4 Ye*. 



SERIOUS BLOKE 

DEAR SIRS, 

I am a serious Megadrive owner and have been for 
about four years now and have got a good collection 
of games including all the Streetfighter games What 
I want to know is why Streetfighter Alpha is only on 
Sega Saturn and not on Megadrive? Or is it coming 
out sometime soon on Megadrive? 

Yours sincerely, 
Ben Lehane, Waterford. Ireland 



4_Z, Sadly It appears th 
~^^r erful enough to ha 


at the Megadrive just Isn't pow 


ndle the speed and complexity 


of Streetfighter Alpha. Eitl 


ler that Of Capcom are too laiy 


to put a Megadrive versior 


1 in the pipeline. Take your pick. 





WHERE THERE S A WILL 

DEAR SSM, 

Please please could you answer these questions for a 
mad Saturn fan! 

ilf AMi's version of Sonic does well do you think 
they will release a Sonic 1, and if they do, will it haves 
new character? 

2 Will there be a sequel to Daytona USA? 

3 Will Air Combat which is out on the 
PlayStation come out on the Saturn? 

4 Is there going to be a Clockwork Knight 3? 

5 Will there be a sequel for Sega Rally, and if 
there is will there be more cars and tracks? 

6 Will there be any more Virtua games because 
there are already six. 

7 Will there be anymore games like Virtua Cop 
that involve using a gun? 



^^ 1 DOES NOT COMPUTE 2 Maybe. ) Oh no. 4 
■^f Probably, not counting Clockwork Knight Puule. 
It's highly doubtful, 6 Oh yes. 7 Yepprty indeedina. 



DEMO CD TROUBLES 

DEAR SATURN MAG, 

The mag's great and gets my votel Keep up the good 

work! Please answer my questions (pleasel). 

1 When will Bullfrog's unlicensed super-hero 
game, the Indestructibles, be released? 

2 The Aftermath looks great, when will it be 
out? 

3 When will Deadly Skies be out? 

4 I sent away for the demo CD your mag was 
offering, that was quite a while ago and I still haven't 
been sent my CD and 1 haven't had the cheque back, 
please could you explain what is going on? 

Eddie Samme, Bristol. 



■ ? 1 Not sure, sorry. 1 Just ass 
Never if you're very lucky. 4 If your cheque 
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Dazed and confused you might 
be, what with VF1 and 2, Street 
Fighter Alpha, Darkstalkers 2, 
Toshinden, the X-Men and MK3 
all going chin to chin for the 
coveted prize of best one-on- 
one beat 'em up. Next into the 
- arena steps SNK's The 
"> King of Fighters '95. 
ROB BRIGHT dons r~ 
the robes and grants 
it an audience. 
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THE THREE RUGKATEERS! 



:'em up is the fart that 
n that six fighters can 
io the idea is to use the 
I idfue iigriiei uniii ir>ey re u iLfi ly wmvubh and then switchteam mem- 
bers. If you're really hot stuff, you might be able to get through all three 
opponents consecutively using only one fighter Alternatively, if you're 
really bad, you might find all three of your characters defeated by only 
e or two of your foes, KoF uses set trios, although it also offers you the 
tion to customise and choose any three you like. This method of game- 
ly is effective in helping you get to grips with all of the different fight - 
; and their styles. As has been mentioned though, in traditional team 
play the fighters are already separated into teams. There are eight in all 
and here they are; 



snge teams of threes. This doesn't m 
; have a massive ruck at once. These are tag team 
le fighter until they're utterly powerless a 
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KISAGARI, KANE AND YAGAMI 
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HEIDERN, RALPH AND CLARK 
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KIM, CHANG AND CHOI 



Quite an odd bunch these three. Their fighting styles ate all very individual 
due to their differences in size, Kim looks about the most normal out of the 
three of them and his attacks are fairly conventional, using a karate style to 
pull of flip kicks and the like. Chang on the other hand is a bit of a freak, what 
with his ball and chain that he swings in on enemies and his habit of power- 
ing up by head butting himself with it. Likewise, the small and wily Choi, a 
kind of crippled Freddy Kruger, performs somasaults which act as combina- 
tion attacks. 




E»a showcase! 



ATHENA, KENSOU AND CHIN 

Athena is not the shop where you get those posters of huge muscle-bound 
guys holding babies. No sirl Athena is In fact a school girl. At least, that's 
what you'd think until she flings it off and reveals her disco dance outfit 
underneath! Her main attack is a psychic fire ball, although she is also capa 
ble of reflecting attacks. All members of this team use psychic attacks 
shape or another. Kensou uses a lightning ball as his psychic weapon but hi 
also sports a dragon talon tear and a variety of roundhouse kicks. Chin is th 
by now standard drunk guy. Using his bottle of booze as a weapon, it 
out into his opponents. He also pulls of a comical leap that leaves him grap- 
pling the head of his enemy. 
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KING, YURI AND MAI 



CARTRIDGE?! 
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pixie and moves with bewildering agility. One of 



and that all the perfec 

z though, it points to the flexibility and adaptability of the Satu 



POWER TO THE PEOPLE! 




ROBERT, RYO AND TAKUMA 



is 
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not the most surprising trio though. 
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But wizards, being 
a bit tetchy and all, are always partial to a bit of war. So, one day they all decided 
to . Of course, this turned into a bitter 

battle that lasted for years, and, that was tough 

enough to beat all the others into submission with just one wave of his bejeweled 
hand, ? He took all the power for himself, turning all the other 

wizards into .And now it's up to to restore 

the world's equilibrium and show those poncey wizards exactly iss. 
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ds. But it's all a bit wishy 




long hairs happy to be alive 

see. Not like today where we 
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MAGICAL MYSTERY TOUR 

So, putting it that way, it doesn't seem as though this is much of an eco wa 
rior type game at all. But it is. It's just that, on the surface, it might seem as 
though you're a power crazed wizard hell-bent on ruling the world. But, tha 
what you have to do these days if you want to get any attention for your 
cause. And, when there's around 75 levels to be sorted out in all, there's no 
doubting that you're going to have to bit heavy-handed on the weaponry a 
even heavier on the tyrannical, slightly insane look that every dictator shou 
adopt. Practice yours today! 



SPEAK AND SPELL 



Luckily, there are a few devices designed to 
a start, you' 
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ke your life considerably easier, 
wizard, right? And what do 
■zards do apart from creating powerful potions 
made out of frogs' feet? they cast spells. Luckily, 
there's plenty of spells up for grabs in Magic 
Carpet, and they can all be used to combat both 
enemy wizards and violent beasts. The spells range 
from simple firing weapons and castle building abil- 
ities to volcano instigators, walls of fire, meteorite 
showers and invisibility power. Most of the better 
spells only pop up in the later levels of the game, 
but generally, spells are handed out as you need 
them, which makes things much more interesting 
than if you were given all the spells automatically 
at the beginning of the game. However, spells can 
be located in obscure places, and once you've spot- 
ted them, collection can sometimes trigger off traps 
-which usually entails millions of beasties who will 
magically spring from nowhere and unleash their 
full power on you. 



IF AT FIRST... 



When you initially play Magic Carpet, it may seem 
daunting, what with all the menus you're expected 
to access and everything, but persevere a while and 
you'll find that it is most enjoyable. Sure, there's 
been shoot 'em ups on the Saturn before, in fact 
there's even been some half decent ones like Panzer 
Dragoon, but there's been nothing like Magic 
Carpet. After all, where else do you get to pillage 
castles and wreck villages without paying the con- 
sequences? In fact, if you think about it, Magic 
Carpet is a multi-dimensional game - on one level 
you're mission is to collect man, while on another 
you want to build a great castle, on another you're beating off wizards who 
attack the moment your back is turned and yet another, you're expected to save 
the world. Sound difficult? That's because it is... 

MAGIC CARPET IS MySTICALLY REVIEWED ON PACE n 




EYE EYE! 



Hurrah! You've restored the Fly through this to teieport Your very own castle - needs 

world! across the island. protecting though. 




Enemy balloons in the area! An enemy wizard and a Loads of lovely Diana far your 

Destroy at once! horrible worm thing. collection. 
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1. ALL SEEING EYE 



2. CASTLE STATUS 

Yup, as well as avoiding attacks frc 



a \ they're inflicting, and \ 

j should make an attempt to go back to the castl 




By setting the trees 00 Fire, you may inadvertently destroy enemy ci 
picking up eztra mana. 
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CIVILIAN SETTLEMENTS 
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GOING TO THE ZOO 



don't take much to get rid of. II 
I quite dangerous when t 
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HELLO MY FRIEND 

When you first play Magic Carpet, 
it may seem as though collecting 
mana and blasting wormy things is 
all very good fun. And not too dif- 
ficult either. But hold on there 
gun-crazy fool, things aren't quite 
that easy. After the first couple of 



:.you 



iayn 



e the pre 



ence of other wizards. At first, you 
lake friends with these bastions of magick- 
n become annoying beyond belief. Spend 



may think it polite to try ai 
ery, but fear not, they will i 
an absolute age killing four or 
to collect all your hard earned mana! Even if you try to blast them out of 
the area, they will only return a minute or to later to pillage your stores 
once again. In fact, the only way to be sure that they won't nick your 
balls is to guard them until your balloon turns up to collect them. And 
even then they will still hang around - they will even blast mana that 
the balloon is collecting in an attempt to prevent you collecting more 
energy! So, the trick is don't leave them alone for a minute. Of course, if 
this proves impossible, you could always follow your enemy around, let 
him do all the hard work, then steal his mana at the appropriate 



So, you've got the hang of the carpet and have even completed a few levels 
with ease, seeing off a couple of wizards with no problem at all. Well, why 
not try your hand at something a little more complex? Why not nip over to 
your enemy's castle and blast it to pieces! Sounds like fun? Of course it does - 
this is probably one of the most satisfying areas of the game. First, sneak up 
to the walls of the castle, then swoop in, blasting the castle's defenders with 
a burst from your machine gun. Then, when they've all disappeared, carry on 
blasting until the castle spills out its mana. You'll then see a rather forlorn 
wizard appear from the mist, who will make a final effort to see you off. It 
doesn't take much firepower to make him disappear though, and you'll be 
satisfied in the knowledge that he'll have to build his castle up again from 
scratch! One word of warning though: If you're going to get into this type of 
strategy, expect the favour to be reciprocated when you're busy over the 
other side of the island! 
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GUN6RIFF0N 



SHOWCASED 



Much as I like robots, and let's make no 
mistake I do love robots, there are cer- 
tain things that I find hard to fathom 
concerning their behaviour. Let's 
explore the lighter side of mechanical 
engineering... with Rad . 



w 



I, Misty iMf frosty. It nut be k fluty explosion lights up the night-time. 

Although a torch might be better at home. 




f ouldn't life be great if we all had giant robot battlesuit* instead of 
clothes? You'd have a discreet slimline battlesuit for weddings, 
unless you were getting married, in which case you'd wear a huge 

ught baroque contraption with multiple missile launchers and a 
big chainsaw. There'd be a power-dressing battlesuit for important 
work meetings, with big shoulder pads loaded with napalm incendiaries. There's 
be Irttle kiddie romper battlesuits that would only be armed with weedy 
weapons like machine guns. Of course, everything in the world would have to 
be ten times bigger to accommodate us all, and we'd all have to have secret 
basement control centres where we'd get dressed. But it'd be a great boon to 
society. There'd be no more discrimination because no-one would be able to tell 
who's inside each suit. Low self image would be similarly eradicated (unless you 
had a cheap mech from Millets or something). There'd be a return to traditional 
values of politeness and good manners because even little old ladies would be 
able to blow you up. And if you equipped each war robot with pilot-sustaining 
intravenous life support systems it would also put 
an end to world hunger. The world could unite 
under a common flag and set about exploring the 
stars - made easier because we'd all be able to 
breathe in space thanks to our mechanical outfits. 
Sadly though it would seem, as usual, that the 
military gets to keep all the best stuff, like tanks 
and high explosives. Such is the reasoning behind 
Gungriffon. Whilst this title does give you the 
opportunity to see life as a mech for yourself, sadly 
there's no pleasant trips down to Safeway's or any- 
thing to get you into the idea of an idyllic cyber- 
society. No, it's all war, war, war. The idea is that, as 
in George Orwell's 1984, all the continents of the 
world have united into massive uber-states and are 
having a bit of a humdinger over the world's energy 
resources, with there being a bit of an energy crisis 
and all that. So what better way to settle things 
than to start a massive conflict with plenty of oil- 
guzzling tanks and 'planes and robots. Your job, as 
Robot ooi, is to storm numerous battlefields and 
destroy everyone else, apart from the few members 
of your team who you're supposed to protect. Still, 
it's more fun than just politely waving at your 
neighbours. 
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SUFFER AND DESTROY 



Efficiency is the watchword of Gungriffon, Vou've mote chance of exceed- 
ing your time limit or deserting the playfield in pursuit of the enemy than 
being destroyed. But don't let that make you think it's an easy life. Far 
from it, as the Exercise Mode demonstrates. This training/ranking facility 
presents players with a straight blasting mission loaded with hostile 
forces and cursed with a harsh chronn-ceiling. As usual your objective is 
to destroy all, but the two operations on offer - Beginner and Expert - 
concentrate on targeting and blasting, set as they are in simple straight 
(or fairly straight) strips of mission territory. Time is the most important 
aspect- kill all and hit the far boundary in the least time and make the 
high scores table. This is a good way to familiarise yourself with the con- 
trols of your mech and an equally good competitive measure twixt you 
and your pals. But it's not a good way of completing the game, because 



In this dramatic 


scene in enemy helicopter crash M into your 
apposing mech. Shouldn't have shot It, then. 
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the good thing about having a man-shaped robot is that you can 
do things that normal humans can't do. Like play the piano underwa- 
your big robot can do neither of these things, 
however, slide around without moving its legs. Alright, so break- 
ind drunken tramps can do this too, but we did say normal hum 
Anyway, sliding is a useful thing, it allows your mech to remove itself from 
harsh combat situations without turning its back on the enemy. It also allows 
ly through crowded environments, such as 
tyscapes, without trapping your bulky frame on the corners of buildings or 
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I used lo have a Star Wars Figure that looked 
like one of them, except it was blue. And It 
made a crap clicking sound whenever you 
moved its little legs. I thought it was great. 



That distant plume of smoke ii evidence of the 
effective range of your guns. Or perhaps 
you've Just run away after blowing something 
up. Can't tell really. 




I AM ROBOT-HEAR ME ROAR! 

War robots are ace - they've got loads and loads of guns. And because 

Cungriffon is an arcade game and not a simulation, whilst there is ammi 

tion to worry about there's usually enough to go 

around. And heck, if one of your weapons does run 

low on juice you've got another three to revert to 

(including a machine gun which never runs out). 

Indeed, so many guns clutter up the otherwise 

beautiful simplicity of violence we're going to take 

the time to tell you about all of them, 

tURS Your main gun, imaginatively titled Gun. It 
fires quite powerful rockets, one of which is usually 
enough to send a tank or helicopter to its doom, 
and a couple of which are sufficient grim reaping 
material for enemy robots. Whilst ammo is limited 
you start each mission with about eighty shots in 
your Gun, which does the trick quite nicely for the 
bulk of the stage. 

Krlll Rocket Propelled Grenade;. About six of 
these are used up with each firing of your rocket 
pods, but they're devastating in their effect. These 
bombs shower over the enemy, detonating when 
they hit the ground (or your foe) and destroying all 
within the burst radius. Sest used against groups of 
tanks, or any other things that make the foolish 
mistake of collating themselves too close together. 

MACHINE GUN: The trusty never-runs-out-of- 
bullets option. This is the least powerful of your 
armaments, although it's still pretty handy against 
other War Robot Mech Robots Walkers, buildings 
and other slow or non-moving things you can keep 
a bead on for a while. Does overheat with use, how- 
ever, meaning it needs a rest every now and then. 

Aim! Automatic Transaction Machine, or cash- 
point to the rest of us. Actually, that's not true. Well 
it is true, but not in this case. You'd probably not get 
far fighting giant war robots by chucking cash 
machines at them. These ATMs are Anti Tank 
Missiles. You only get a few of these, because 
they're the most powerful weapons in the game. 
And strangely they're best deployed against air- 
craft. 
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Somewhere in the text it says you're 
likely to run out or time than get killed. Well 
that's an eiaggeration. In Tact yuu're far 
more likely to be blown to smithereens well 
before the time limit runs out. Please 
remember this whilst reading. 
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LEAP OF STRAFE 

Monsters! Heathens! They tame from the skoys! That's how an eleventh 
century peasant might have reacted to some of the enemy forces in 
Gungriffon. although you might know them better as aeroplanes and heli- 
copters. Whilst essentially flimsy in their construction -all the better to 
become airborne with - aircraft are a persistent and easily underestimated 
threat. Helicopters aren't so bad. They're slower and more likely to hang 
around in one spot than 'planes and don't have the same level of arma- 
ment. But the low-flying airplanes are horrible, sweeping over the screen 


and carpet bombing your terrain, causing heavy damage. Given their erratic 
flight paths, their speed and the limited angle of tilt your guns are allowed 
aircraft are the hardest things to kill in Gungriffon, despite only withstand- 
ing a single hit before plummeting to the Earth. But thanks to modern tech- 
nology you can "come from the skies" yourself. Your mech is equipped with 
a booster capability which allows you to jump high into the air and hover 
for a few seconds, thus putting you on the same plane as the 'planes. From 
here it's a far easier task to locate, lock-on and destroy altitudinous targets. 
However.jump boosts require a lot of rocket fuel, and your warcraft only 
carries enough for three firings of the engines -so use them wisely. 
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EAT MORE CARROTS 



British people like to talk about the weather, apparently. Either because it's 
so unpredictable and amusing or because we're speaking to a complete 
stranger on the bus who we never asked for a conversation but are now 
forced to either talk to about meteorological conditions or listen to a lengthy 
tale about the troubles with their life. Anyway, it's funny that despite our 
predilection for Weather we hardly notice it's not therein our games. But 
that's not so with Gungriffon. Oh no. Before each mission you're given a 
swift status report on the conditions outside. Not so you've got something to 
chat to the other soldiers about in quiet moments, but because it has a real 
effect on the proceedings. Misty, rainy or snowy weather reduces visibility, a; 
does night (not, strictly speaking, a Weather). So what's a poor Mech to do? 
Why, switch on his infra-green night sight. Whilst this lends the screen a 
detail-blitzing green hue it does actually allow you to see what's going on. 
Even better, the screen lights up in real colours whenever there's an explo- 
sion, making the whole process as confusing as it would be in real life. Ace. 
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TIMMY THE TURRET 



We all know what turrets are. They're them 
things you find at the tops of castles. Slyly bor- 
rowing a design element from early feudal arch 
tecture, Cungriffon features turrets too. But, 
updating defensive mechanisms along with 
building materials, these turrets don't have 

slits, they have big guns. The same guns 
I detailed in depth elsewhere in this Showcase, 
nd also unlike stone turrets these ones can 

round. In fact, that's their very purpose. Pressing the correct button 
in conjunction with left or right on the D-pad swings your turret {ie that 
part of your robot above the waist) in the desired direction. Releasing 
either button or direction re-centres the turret automatically. This means 
you can run past enemy forces to the side of you whilst still shooting them, 
blast past the corners of buildings whilst sheltering, easily waste evil forces 

nding you and run into lamp posts whilst showing off and not look- 
ng where you're going. 






A tank railed over us. It wu wild. When I toW 
Herb about it, he nearly peed in hit daiquiri. 
We ate a sandwich and talked. It was cool. 



Other than for the ace cyber aesthetics, there's no reason to build war robots in 
the shape of human beings. Otherwise someone would have by now and all 
tanks would look like a fearsome Barbara Cartland to scare the opposition. But 
that's where we're wrong, so forget we said all of that. Human beings are known 
for their adaptability, with our strange primate-derived bodies being surprisingly 
mobile over almost any variety of terrain. So, as you might expect, human being- 
shaped tanks have manoeuvrability as a strong point. Especially your one. Not 
only can it bestride lumpy ground like one of them colossuses, it's also kitted out 
with a handy turbo mode, which folds it into a more aerodynamic shape, brings 
out wheels instead of cyber-feet and puts the pedal to the gas in no uncertain 

can even drive backwards at this speed (or walk backwards if you 
want). Pressing accelerate once commences walking and twice initiates turbo. 
Decelerating once or twice past standing still has the same effect in reverse. 
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Though the home conversions of the ultra- 
popular Mortal Kombat game* have been 
pretty excellent, there hasn't yet been 
one which captures the true atmosphere 
of playing the game in the arcade. One of 
the best reasons for pumping a few coppers into 
the cabinet is to get the adrenaline rush from the 
BIG graphics, the booming speech, the comical 
screams and the non-stop over-the-top bang-bang- 
bang action. The home 16- bit versions featured all 
of the moves, characters and features, but unfortu- 
nately alt missed out on these bonuses, meaning 
that the only way to get a real arcade Mortal 
Kombat fix was to go to a real arcade. Not any 



Thanks to the extra power of the Saturn, this 
version of Ultimate Mortal Kombat 3 not only con- 
tains all of the features from the arcade, it manages 
to capture the unique atmosphere of the arcade 
original. Mortal Kombat hasn't just been standing 
around the back streets all these years, popping out 
every now and then to keep the fans happy, it's 
been hard at work becoming one of the best beat 
'em ups around, and this showcase aims to show 
you what it's been up to since the distinctly sub- 
standard PlayStation version. 
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Mortal Kombat has a fanatical following. Players love 
the digitised graphics, zany sense of humour and 
mutilation galore that only this series can provide, 
and if ever there was a good excuse for them to poop 
their pants with excitement, it's now. ED LOMAS 
straightens up his Mortal Kombat fan club badge and 
prepares for the ultimate conversion... 
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KILLER KOMBATANTS 



Reptile's new elbow m 



The series has gradually expanded on the original seven playable characters 
to become twelve, then fifteen, and now an amazing twenty-two in this lat- 
est versionl A bit of bask mathematics means that there are seven new char- 
acters to get your head around, and these are they; 



JADE 



First sighted in Mortal Kombat 2, though this is the first time she's been 
playable. Jade carries a Bo staff and throwing blades, and possesses the 
unique ability to become invincible to projectile attacks. Another useful mow 
is her Johnny Cage Shadow Kick variant, which can easily be tagged onto 
other moves for an easy combo. Her staff features heavily in her fatalities, as 
Jade either impales her victim on it, or sticks them on the end and shakes 
them to pieces! She can also use her magnificent staff as a pogo stick when 
she's feeling friendly, or transform herself into a kitten and spin around her 
opponent until they explode! 

Tournament Prospects: lade's variety of projectile attacks makes her a 
difficult character to get near, and her invincibility can make it tricky to keep 
her away. She has got some devastating combo attacks, and they can be 
made worse by becoming invincible, running in close and performing a 7-hit 
before your opponent can work out what's going on - as you'll find out if you 
r play against a computer-controlled Jade! 




KITANA 



Kitana is more like her Mortal Kombat 1 character than any of the others, 
with no new special attacks to speak of. Her main weapons are still the good 
old razor-edged fans, which are used as projectiles, as well as good head- 
chopping blades. Kitana can still kiss like no-one else, though this time her 
unfortunate victims don't get fatter before exploding, they get taller! Hidden 
in her skin-tight costume is a bottle of bubble liquid, as can be seen in her 
Friendship; while her Animality sees a tiny white rabbit maul her opponent to 
death -just like in that Monty Python fitm (you know the one). 

Tournament Prospects: Kitana's lack of enhancements doesn't make her 
as exciting to play as some of the other characters, though her excellent cor- 
ibos still work - and they can do loads of damage. Precise tim- 
g is needed to activate them, but the practice is worth it as a few good 
ightowin. 




For this fatality, Jade sticks her staff In her Jade alio uses her staff for this Fatality, by 

opponent's stomach and shakes them to death. upper-cutting her opponent onto it. 



Hejumped from being hidden in MK 1 
to being playable in number 2, oniy to 
disappear for MK3. Guess what? He's 
back again in Ultimate, only this time 
he's got more moves than ever. His 
Suction Globe can now be launched 
quickly or slowly, and he's got a great 
new dashing elbow attack, where he 
trots past his opponent and smacks 
them in the back, sending them fly- 
ing. On the fatality side, Reptile can either eat his opponent slici 
up acid on them, melting their skin away. One of the funniest rr 
game, however, is Reptile's Animality. where he morphs into a monkey and 
scuttles off after his terrified opponent! Surreal! 

Tournament Prospects: Reptile's strength is his ability to juggle opponents, 
hitting them many times before they touch the ground. Another bonus is his 
Invisibility, which is totally useless against the computer, but a good wind up. 



SCORPION 



It was obvious that one of the most 

popular characters would make it 

back into the series after missing 

MKj, and back he is. Scorpion's 

moves are pretty much the same as 

in MKi, only he's lost the ridiculous 

Leg Takedown move that no-one 

ever used. That trusty harpoon is just 

as useful as ever, and it's the perfect 

thing for setting up combos. 

Scorpion's hidden weapons are his axes which are used at close quarters, 

mainly in combinations. The boring old Flame Breath fatality is about the 

same as it was, but his new fatality is excellent. Scorpion raises his arms, ca 

ing upon a load of undead clones who come out of the ground and kick his 
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■ opponent to bits under the cover of darkness. What creature would you 
expect Scorpion to turn into for an Animality? A penguin which lays explod- 
ing eggs, of course! 

Tournament Prospects: Anyone can play as Scorpion because his special 
,o simple, yet effective. Even though his strengths make him good 
for beginners, this doesn't stop him from being a useful character. The 
Teleport Punch, for example, can be tagged onto the end of an aerial attack 
or can be used to escape from tht 



OLD SUB ZERO 

Fed up of playing MKj's non-ninja Sub Zeio? Find this old version of him and 
you can play exactly as you did in MK2. Yep, even the excellent floor freezing 




This fireball makes a really laud banging nolle. Ermac's so hard that he just oeeds 

So get those ear muffs on people! It's also nice and people explode in (ear! It plays havoc 

and big, meaning It's easy to hit enemies. his goodbyes you know. 



Some of the Friendships are Just plain weird. 
Here, Kano blows a bubble (or his victim, and 
then II pops In his race. Hmmmm. 
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5 can still become a dragon. Liu Kang can also turn to flame to kill people. 
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KONTENDERS READY? 



What's the most annoying thing about one-on-one beat 'em ups? It's the 
way that you always have to play "winner stays on" when there are mote 
than two people about, which often leads to fights when one player 
decides "I wasn't playing properly that round, let me have one more go," 
UMKj saves the world from squabbling gamesplayers by including four- 
player and eight-player modes. 

4PLAYER20N2K0MBAT 

There are two teams of two characters each. Four characters are selected and 
the fight begins. Characters i and 2 fight until one dies, then the second in 
that team takes over. It's not hard to understand, and it can also be played 
with just two players, meaning that you can pick two characters each. 

8 PLAYER TOURNAMENT KOMBAT 

Eight players each pick a character. People fight and the wir 

into the next round. The last one left wins the tournament. Easy. It's great 

fun if you've got seven friends and is an excellent way to prove that 



KOMBAT KOMPLETE! 

Another of the new Ultimate bom 
game is completed. It gives tourna- 
ment champions the chance to pick 
a reward from one of twelve of 
Shao Kahn's treasures, meaning 
that there are more reasons to fin- 
ish the game than just to find out 
what happens to each character. 
Prizes vary from battles against 
hidden characters to a demo of all 
the finishing moves! 



UNHEALTHY KOMPETITION 

One of the features of the first 
Mortal Kombat tournament was 
that fighters were required to take 
on two fighters in one round, 
something that was left out of the 

:t two games. These have 
returned in the Ultimate tourna- 
ment, only they are now harder 
than ever, with Master level players 
being required to tackle three 
fighters on a single energy bar! 



■hich appears when the 
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KRASH!KRACK!KERRANG! 

One of the best things about Saturn Mortal Kombat 3 that it wasn't possible 
to do with the i6-bit versions is the arcade perfect sound. To make sure that 
Shao Kahn's excellent speech isn't fuzzy or bad quality, the phrases spoken 
between rounds (Scorpion wins, fatality, etc.) are on the actual CD and are 
accessed seamlessly to give the same excellent sound as in the arcade. 
During fights, the arcade music is played from the CD and the crisp sound 
effects are handled by the Saturn's sound chip, though they are of such high 
quality that it's hard to spot the difference. 



KOOL KOMBINATIONS 



The combos (combination attacks) in Mortal Kombat 3 were a massive 
step up from those in MKz, as they enabled players to string together 
loads of hits into a quick sequence, upon which a counter and damage 
reading would appear to confirm that a combo was performed. The sys- 
tem stays the same for UMKj, only many of the existing combos have 
been "tweaked" to even the score out a bit. For example, one of Kabal's 
combos was so popular and so easy to perform that it has had its dam- 
age rating reduced drastically to discourage players from using it. Extra 
hits can also be gained by starting the combos with air attacks, some- 
thing not seen before in an MK game. 




Noob Saibot and Old Smoke 
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When righting in Hell, uppercut your opponent 
through the roof to get to Shao Kahn's throne 
room. There may not be much point to It - but 
It >ure li Fun! 



KOMBAT KLIMATES 



UMK) doesn't just bring back old characters from the dead, it introduces 
a few new backgrounds to go with them. Fight along the river banks, in 
the desert, in front of Shao Kahn's throne, along a thin ledge overlooking 
a swirling blue portal, or even in Hell itself. Hell is one of the best stages, 
partly because it's one of the interactive backgrounds -you can knock an 
opponent into the lava in the distance. If you don't fancy fighting in Hell, 
simply uppercut your opponent into Shao Kahn's throne cave above and 
continue the fight therel 




Looks good, huh? Sounds good, huh? Excited, huh? Contain yourself for o 
more month and you'll be able to find out what we really think in next is 
SEGA SATURN MAGAZINE review. 
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Where were you 




SOME 



'EM UP 



DAY YOU WILL FIND ME CAUGHT BENEATH THE LANDSLIDE. IN A 
PLAYING ZWEI. THAT IS, THE STUNNING SHOOT 



THE GAME NOW COMPLETE, ROB BRIGHT ASKS 



. WITH ALMOST ALL OF THE EPISODES IN 




publication. You presumably know 
for example that your dragon 
evolves as you play, its wings grow- 
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S EPISODE 3 



•: still loads of equally huge sorites that 
•h forests or swarming over the sky. In fact, 
in Panzer Dragoon 2 is treated to the same 
e is the end or level boss for 



the desert scenes of Episode 2, we move to the lush greens of an idyllic 

t, the sunlight creeping through the thick canopy to form pillars of light. 
It looks a bit like Centre Parks, apart from the fact that even if the weather 

;oing to spoil things, the multitude of enemies out for you death will. 

mong them are the small fighter planes again. Resembling small 
whales, they attack from the flanks firing missiles if you let them live too 
long. Floating vehicles carrying cannons also appear and fire immediately 
forcing you to either dodge the projectiles or destroy them. Depending on the 
route you choose, you'll have to face either giant catapillars that burrow 
under the ground then burst out weaving all about you, or floating ships that 
hover above you releasing three-pronged missiles. 

BOSS 3: This looks a bit like something out of Aliens, what with its 
oblong head and the manner in which it crouches on its hind legs. It's very 
fast and agile jumping behind, in front and either side at cunning speed. It 
lashes out with its claws in attack, but the real threat comes from the small 
fluttering enemies that it releases. Sometimes it will float above the trees, 
hiding in the canopy, but so long as you can target it, it's still vulnerable. 




The boss at the end of Episode 3, As you move through the game the enemies become progres- 
sively more cunning in their attacks. Locking on fast is essentia) in later stages, especially when 
n is awash with foes, tt's scary stuff I tell ya. 
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around you, you'rt 



As adept a; your dragon may be at flying at great altitudes or great distances, 
his talents of manoeuvrability are most essential in Episode 4. This is because 
;he expansive earth beneath you or the darkling woods 
e trapped into a labyrinth of tunnels that seem to have 
n with sewage than anything else. There's a lot of water 
about and that's where most of the enemies 
emerge from. Most of them look 3 bit like giant 
metallic hazelnuts, or else monkey nuts. Make no 
mistake though, these surreal nuts are very quick 
to attack, using mint green laser beams as 
weapons. At the end of each tunnel is a door 
which opens automatically sending you through 
on to a different path. There are also various metal 
barriers that you'll want to be dodging if your 
dragon is to keep its wings. 

BOSS 4: Towards the end of Episode 4 you'll 
find yourself walking along a rampart surrounded 
by water. The boss appears on the scanner but 
there's no sign of it. That's because the cheeky 
blighter is circling you under water. When it bursts 

mutant with elements of fish and a scorpion type 
tail. It lashes out with its tail and then ducks back 
into the water. Before you know it, the thing's 
behind you destroying the very rampart your drag- 
on is running on. Eventually it's destroyed it all 
e forced to float above the water. 
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enemy fighters 

ns put you in the 
midst of heavy frre. Should you 
get through the thick of it, a boss 
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We're used to seeing Death stalking the Saturn Mag 
offices, usually in his Warmed Up incarnation reflected on the 
faces of the staff each Monday morning. But Vampire Hunter shows that 
death needn't be the end for gamers... 



Throughout history our nightmares have been plagued by the 
of the undead. European creatures such as Romanian vampires, 
Czech Golems and British Richard & Judys. Egyptian mummies. 
Africa's voodoo-reanimated Zuvembie warriors. Vengeful Chinese 
ghosts. George Burns. But none (apart from George Burns) is as ter- 
rifying as the centrepiece of Darkstalhers - the scary Donovan. Apart from 
hanging around on street corners strumming a guitar and singing Jennifer 
Juniper the arch-folkie himself battles other undead in a bid to prove his 
supremacy over the realms of death. As the curly-haired flower child finishes 
his rendition of Scarborough Fair and necks some more LSD, other monsters 
cower in the corner of the Mythos Cafe. Not because they're scared he'll 
thump them. They're just scared he'll start playing Scarborough Fair again. 
Indeed, so deep has the rift twixt Donovan and his pals and the other 
member; of the post-respiratory community developed that tempers have 
flared and the normally passive ranks of demons, devils, succubi, spirits, 
ghouls, assorted nosferatu and general misplaced souls are at each others 
throats. Most of which have rotted away. Something has to be done before the 
dead start killing each other. 

Fortunately a method of policing discipline amongst the dissenting ele- 
ments of the damned has presented itself. Why don't they all just have a fight 
about it, following specific duel rules and using no 
weapons other than their own supernatural abiliites, 
Of course, this is the easiest way to decide whether 
or not Donovan should be allowed to release anoth- 
er novelty single with Trevor & Simon. 

And the results of this tourny of the night is - 
thanks to the wonders of consumerist merchan- 
dising- now available to you, the punter, in the 
form of Darkstalkers. 

Following the one-on-one beat 'em up formu- 
la so successfully initiated by Capcom, 
Darkstalkers 2: Vampire Hunter takes the dead out 
of their graves and into the home {via your 
Saturn). Take control of your chosen undead and 
use their unique deathly abilities to beat your foe 
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array of punches, kicks, Specials, Super Specials, 
multiple characters and so on are in place. But 
what seperates Vampire Hunter from the crowd? 
Well read on and see, coffin -dodging dudes... 
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THERE'S AN UNDEAD IN MY HOUSE! 

tells us that the best way to defeat the evil undead is tc 
[he face with a blast of psychic energy. Well sadly this so 
it often available to human beings. So what should you 
do if you've got the undead in your house? 

Well first off, don't panic. Contrary to what Morgue of the Zombies 
might have you believe, you've very little chance of being harmed by thi 
undead. Plus it's commonly thought, by psychics and that, that most 
undead feed off the energy of negative human emotions. So try 
bright colours and singing happy songs 
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SUPERGENIUS 



Capcom are starting to get quite good at this Super Specials business these 
days. Darkstalkers also features the now ubiquitous 5uper bar underneath 
the regular fighting energy bar. As is now the drill, the more attacks and (in 
particular) special moves you pull off, the more energy goes into the little 
Super bank. Once this is filled you're granted one use of your Super Special 
Ace n ess moves. The Super bar is pretty stretchy, and will hold up to three 
specials' worth of Super energy at any one time, indicating numerically hi 
many it's currently awash with. The Super moves themselves walk the line 
between entertaning and devastating. Some of them, such as Demitri's Fire 
Dragon, a blazing behemoth which sweeps the screen, is purely for damage 
inflicting purposes. Others, such as Zabel's ridiculous turn-your-opponent- 
tnto-a-fish-shaped-basketball-hoop-and-post-their- 
head-through-it effort, are played as much for yuks 




s dumping From the eonfinei 1 patently foolish and absurd frogrtiih/ One of the more conventional Super attacks featured in Vampire Hunter. If you ca.. 

of this sarcophagus end) thli Super. basketball /head Spitting Sopor from Zibet. Ing a blazing fire dragon to roar across the scroen conventional in your part of the world. 
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As a racing game, WipEout is very different from your Daytonas 
and Rally s. For a start, if s not played on the ground, and the 
breakneck speeds which can be achieved require some very 
careful handling. There's loads of hidden power ups to activate 
on each course too, which is why we've put together this two- 
part guide - most of which has come straight from the 
programmers! SAM HICKMAN is here to guide you through the 
first three courses. 



R 



ight. So you've rushed on down to the shops to get one of the very first 
copies of WipEout, ran all the way home, bunged it into the machine, and 
started playing the game. But hey! You're not very good, are you? You're 
" uer the place like an old granny, aren't you? Well, that's 
't like an ordinary racing game -it needs precision handling, 
acticea lot before you start placing in the top three. 



wobbling 
because WipEout 
and you'll have tt 



TEAMS 



Each craft in WipEout has very different abilities. However, the FEISAR craft is prob- 
ably the most popular choice, as although it cant reach breakneck speeds, the 
weight of the craft means that you tend to bounce oft" the side if the track rather 
than spin out of control. But, to get the most out of this team, you'll need to utilise 
all the speed up icons on ttie track. 

AG systems are also a good choice for the beginner, as although they have a 
higher top speed than FEISAR, the turning ability is superior, and it's possible to 
qualify for all six tracks with this craft. 

AURICOM ANDQIREX teams require more careful handling, as both of these 
crafts are considerably heavier and are difficult to handle. But, they can reach 
greater speeds if handled properly, although they can be frustrating at first. 

Generally though, the lighter crafts seem to fare better at the end of the day, 
simply as the feel is superior. 



AIRBRAKES 



Unlike other racing games where it's possible to almost Ignore the existence of the 
brake, success in WipEout heavily depends on the use of the airbrakes. Proper use 
ensures that corners are swung around, rather than crashed into. To use the air 
brakes properly, all you have to do Is tap them -you don't need to hold the buttons 
down for very long. They're more useful for making tiny adjustments so you can 
keep to the racing line while also obtaining all the power ups dotted around the 
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ii goes pretty f "' 




overall, you'll get a I 



d& SEGA SATURN 6 5 



TRACK3:TERRAMAX 



g»B»| 

. I , i n i i iii i l l 



r*" 



K 



Mi.TiITITiIViT I 



upon the left hand side just before the entrance tot 
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'II also fly past a weapon grid which will bi 



very experienced with the air brakes. 
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i EXCLUSIVE WIPEOUT 
MERCHANDISE AND A COPY OF WIPEOUT! 

For the launch of Wipeout on the Saturn, clothing company Million Dollar clothing have 
collaborated with Psygnosis for a whole new range of Wipeout clothing. Although these 
garments will be sold in the shops, they will only be available in selected outlets, but 
luckily, we have loads of gear to give away to SEGA SATURN MAGAZINE readers. Plus, 
there's a chance to win one of the very first copies of WipEout in the world! 



ONE WIPEOUT T-SHIRT 
A COPY OF WIPEOUT! 

A WIPEOUT T-SHI" 

A WIPEOUT RECORD 



A BOBBLE HAT! 

To enter the competition, simply 
answer this question: 



for Psygnosis' WipEout? 



e drafted in to create the images 
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TEKKEN 2 on the PlayStation!! 

The complete player's guide in issue 5! Special NAMCO edition on sale March 29th! 
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It's the moment you've all been waiting for. Except two months 
ago it had never occurred to you to wait The surprise Saturn 
release of the Spring, but could it be that it's surprisingly bad? 
Surely not? Well read on, kids.. 



I hat everyone wai 
Wipeout is better on Saturn than 
m PlayStati 

it to judge Wipeout on its merits 
is a game in its own right. Instead of 
being compared 
format Wipeout ihould be benchmarked alongside 
Sega Rally. So let's pretend Wipeout is a brand new 
piece of software which has never been seen before. 
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I Especially when some of the titles 
being converted are among the best 
PC titles around. In fact, at its time of 
release. Magic Carpet was not only the 
best game around, it was the most 
original too. And, instead of plump- 
ing for the obvious let's-just-ger-the- 
co nve rs ion - o u t- oft he -way option. 
Bullfrog have taken the game back 
to the drawing board and made 
essential changes to the title. 

For example, in the Saturn ver- 
sion of the game, there's 75 levels as 
opposed to the 50 found in the PC 
version. There's also a more friendly 
spell casting system and even a new 

But, in a way, that's all by the 
by. If you haven't already played the 
PC version, why should you care 
about a few extra levels? Nope, us 
console kids just expect the world on 
a plate. NOW. So its just as well 
Bullfrog decided to include 

everything they possibly could. 

Anyway, as a conversion, Magic 
Carpet is actually very good As a 
game in its own right it's nigh on 

about on your magic carpet, building 
castles and killing enemies in order 
to restore the world's power equi- 
librium. But of course, when you're 
playing the game, it doesn't feel as 

though you're part of a moral army 
or anything. Nope, you just want all 
the power for yourself, and all the 
other wizards in the game deserve 
to die. 

To gain more power and 
expand a castle, balls of mana 
must be collected. These are dis- 
tributed whenever enemies (usual- 
ly in the form of huge slugs, drag- 
ons, bees or trolls) are destroyed. 
Mana can also be stolen from other 
wizards (hang around while they're busy blasting 
enemies) and transported back to your own castle. 
This is done via the balloon which comes free of 
charge with every new abode. Of its own accord it 
will fly about collecting the manna and depositing it 
into your castle. Once enough is collected, you'll be 
able to expand your empire and ultimately, take over 
the world I 

In all, there's 75 worlds to conquer and after 
the first few levels have been completed, the action 
becomes quite difficult, with enemy wizards stealing 
your mana at every possible opportunity. However, 



Despite being the most popular console in the UK a couple of 
years back, the Megadrive certainly missed out on a good few 
top quality titles. It just didn't have the power to handle them you 
see. But the Saturn, that's a completely different bundle of bits. 
It can handle anything. Which is why all these PC hits of yester- 
year keep appearing on it you see. 



there's plenty of spells to discover which c 
the difficult nature of the game, and if you're in any 
way partial to a bit of strategic-type blasting, there's 
no doubt that Magic Carpet will suit you down to 
the ground And if its looks are anything to go by, it's 
certainly up there with the best Saturn releases of 
the day. I'm still a bit dubious about those very con- 
venient "mist" effects which do a fine job in disguis- 
ing the poor screen update, but for the most part, 
the graphics are really impressive, featuring huge 
sand bugs, detailed berber towns and plenty of var- 
ied landscapes. Music-wise, it's pretty sparse, but it 
seems as though this is the way the music guys 
wanted it -Aladdin -style snake charmer music suits 
the action down to the ground. 

In fact, in every department. Magic Carpet is a 
quality and engrossing release. The only disappoint- 
ing feature is that there's no link-up option or two 
player game- which was one of the best features in 
the PC version. However, the fact that this has been 
replicated on the Saturn in most of its original glory 
is reason enough to buy the title, although it should 
be pointed out that instant gratification fans may 
find it a bit tedious to begin with. But don't worry 
about that - it soon grows on you. 

Of course, Magic Carpet remains an original 
concept on the Saturn, and although there are 
games such as Firestorm that you can roughly com- 
pare it to. there's no doubting that this is something 
of an essential purchase for all techno- hungry 
Saturn owners. A top quality title indeed 
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Quick! Gel that ball of mana now. otherwise that thief is going to oille 
archer on Horseback too, otherwise you'll end up getting hit! 
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Your castle li under attack! Find the culprit immediately, or he Worms are fairly easy to destroy, but they're also very 
could blast It to the ground! irritating. 
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Wearing their primitive primate tendencies on 
their sleeves, the Alpha males (and females) 
of the World Warriors crew are making a wel- 
come return to the home gaming scene. Are 
they still top banana? 
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■o long and still retains such fer- 
t popularity with the same audi- 
i, whilst still picking up new fans 
along the way. Indeed, it's over five years since the 
launch of the original Streety 2 coin-op. and since 
then we've seen approximately ten hundred billion 
different updates and conversions of the game spew- 
ing themselves across arcades and home machines 
the world over. Since Slreetfighter 2 was first 
launched the Ayatollah Khomeni has died, the 
Criminal Justice Act has been passed into law and 

EastEnders has started showing three 
times a week. Indeed, the only certain 
certainty of the last half-decade has 
been that Capcom would never get 
round to releasing a possibly myth- 
busting Streetfighter j. But, perhaps 
realising their rather slack attitude 
concerning a new Streeto happening, 
Capcom have finally presented fans 
with a much -re quested follow-up. 
Although strictly speaking it's a leap 
back into the mists of time, set just 
before the events of the popular sequel 
to the unpopular and completely for- 
gotten prequel. It's called Streetfighter 
Alpha and it features characters from 
both previous SF games, along with 
participants culled from old Capcom 
fighting games such as Final Fight, and 
a sprinkle of all-new chop socky practitioners to sus- 
tain the audience-defying longevity of the series. 

But it's not just the new cast that makes Alpha a 
departure from the classic SF2 format This game has 
a totally new graphical style, with far more anime- 
esque characters and far smoother animation. Indeed, 
the animation warrants a special mention, as it's far 
more realistically three-dimensional than old 
Streetfighter. Cone is the walking-on-slippery-ice 
effect of yesteryear, these new fighters walk, fight and 
fall with a believable depth (for 3 2D game). 

This spirit o'newness extends far beyond the 
reach of mere mortal graphics, too. The game speed 
has been upped, forcing quicker thought and reaction. 
There's a bunch of new gameplay options, including a 





1 Training Mode, which allows you to practice 

combos and tactics against an inactive dummy 
inent. And each of the existing SF mythos folks 

been redesigned, with new moves added and 
jbtracted. 

Ifyou're a bit worried that all this sounds rather 
far-removed from the familiar SF concept you know and 
love, fret not. All the legend-establishing characteristics 
are in place, but they've been nicely augmented for the 
1 gaming climate The action quotient is up, and 
there are far more impressive special features and visu- 
al effects to keep the eyes occupied. 

As a game, there's not much you can fault Alpha 
on The graphics are great, the sound's great, It plays 
very well. Indeed and it's tough enough to keep you 
going for ages even without a second player to hand 

.Capcom have done themselves the di 
of putting this pretty much head -to- head with X-Men, 
which is (albeit only slightly) the better game, thanks 
to its wealth of extra new features, such as the 
Theory projectiles and Create a Combo rule 

Fans of Alpha have basically got themselves a 
pretty much arcade perfect conversion, and we'd thor- 
oughly recommend getting hold of a copy. Fairweather 
fight fans, however, who are merely shopping for the 
best 2D face-puncher on Saturn, would probably be 
better off with Children of the Atom. 
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Yo dude. Word is, your ass is going down. And don't expect your 
homies to stick by you. Nope, they outta here. Hoo-ee are you in a 
whole lotta trouble. I'm telling you, in Derby, we ain't up for no 
Queens english. We talk like we from the Bronx. And if you ain't 
into that jive, we pump some rounds in you with our AKs. Word up. 




erby is in fact the home of Core 
Design, masters of the Mega-CD, sul- 
tans of the Sega Saturn. They already 
have a couple of Saturn titles to their 
name- Thunderhawk 2 and Virtual 
I Coif. And actually, they don't talk 
like gangsta rappers at all really. In fad, they're all 
very well spoken thankyou very much and they all 
clean behind their ears every single day too. So 
there you go. 

But, even though they're all quite posh, they do 
know about everyday life on the street. They really do. 
And it's all because they've created Shellshock, a 
badass tank game with attitude and plenty of 
streettalk. Based in an age where law has broken 
down, vigilante groups take to the streets to curb evil 
groups in tanks, hell bent on destroying just about 
everything. The atmosphere is very LA-esque with 
sirens galore and plenty of bleak, bland landscapes. 

Of course, you play the rookie with everything to 
prove in this adventure, and take pole position in the 
tank, blasting every enemy that dares to stray into 
your path The area which the game is played is actu- 
ally quite enormous and the player is able to crash 
and crunch their way through the levels in any way 
they like (avoid the water otherwise you'll drown], 
with an onscreen radar alerting you of tanks in the 
area. As you'd imagine this is initially a brilliant laugh, 
especially as your tank is able to reach quite a 
respectable speed, feeling more like a hovercraft than 
a cumbersome heavy thing. 

However, it's after only a short time that it all 
becomes rather dull. And contrary to the designers' 
hopes, all the homle banter and movie-cut interludes 
don't make for a tense atmosphere at all. In fact, they 
have a tendency to become rather irritating - the 



dialogue at all and the accessing time between con- 
versation responses is quite painful -you can actually 
hear the CD whirring away while it's attempting to 
access the next part of the conversation. Plus, the 
voices and dialogues chosen are a bit weak - inter- 
ludes about the origins of Bladerunner read out by 
Trevor McDermott doing homie. But in a way that's all 
by the by -just a mere extra to the stonking game- 
play, yes? Er. maybe. 

As Shellshock was developed by the same com- 
pany who brought the amazing Firestorm to our sys- 
tems, it's only natural that we expected something a 
bit special in Shellshock. However, the finished goods 
are a bit on the average side. While the landscapes are 
veryerm, urban, there's not much detail on them, and 
the music used on each level doesn't induce much of 
an atmosphere to the proceedings. Plus, although 
there's plenty of tanks to unleash your mighty power 
upon, it feels like there's not much to do in each level 
-as if there should be something more to complete 
Also, your navigator only seems to relay information 
when you're hit by something, making the game's 
atmosphere seem rather flat. 

But, at least this is an attempt to bring a next 
generation blast 'em up to the Saturn. And if you're 
not too bothered about the exact movements of a 
tank or replicating authentic sounds of shellfire and 
warfare, then Shellshock could prove to be a worthy 
title. However, it's not in-depth enough for universal 
appeal, and could have done with a much more 
chaotic atmosphere with less emphasis placed on 
attempting to be cool - an element which has given 
the game a rather cheesey aroma. 
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Golf is experiencing a bit of a Renaissance on the Saturn at the 
moment. Valora Valley Golf arrives determined to shake the 
whole genre up a bit, but bearing some remarkable similarities 
to one predecessor in particular. Is it a success? Or are we look- 
ing at a bit of a recycling trick? 




olf sims have been arriving quite fre- 

Iquently to the Saturn of late. We've had 
Pebble Beach Coif, World Cup Golf, 

jal Coif and now, bringing the whole 
de full circle is Valora Valley Golf, a 
ie that uses the same basic engine as 
Pebble Beach. Don't let that put you off too much 
though because, rather surprisingly, Valora Valley Golf 
is quite good fun Admittedly, some of this might be 
in its unintentional 
cheesiness. what with 
golf balls that turn into 
tornadoes and courses 
that see you negotiating 
lakes of lava. But these 

is golf in its traditional 
guise and it works quite 
well, using all of the 
same techniques as 
Pebble Beach Golf, 
including stance, icon 
style and so on, yet 
avoiding some of the 
more glaring floors in its 
predecessors gameplay 
The main event so 
to speak, is the Devil's 
Open which is an 18 hole 
journey into some very 
challenging and bizarre courses that see you working 
your way to a green sitting on the plateau of a moun- 
tain, or a green based on an island, or negotiating val- 
leys and nasty sand traps, or trying to weave between 
huge concrete pillars. Valora Valley Golf runs the risk 
of being a little too eccentric, but it manages to avoid 
becoming frustratingly difficult by balancing the 
bizarre with the standard course characteristics like 
the fairway, the rough, and the traditional green (if a 




As has been mentioned, the control method in 
Valora Valley is basically identical to Pebble Beach 
Coif This means that you'll need to make the usual 
adjustments for direction, choosing clubs and prepar- 
ing your stance. When you reach the green a grid 
appears to convey the contours and there's the famil- 
iar little info box telling you the distance and slope. 
What's different is the power bar and it's something 
that seems a bit confusing at first. Rather than display 
the yardage of a full power stroke, all it has are four 
mysterious tags; fire, cyclone, warp and psycho As 
you soon discover, these come into play when you hit 
the power bar just right. Hit one of these on the 
return and you'll pull off a special shot. The lack of 
ability to gauge how far your shot is likely to go seems 
frustrating at first, but you quickly get used to simply 
using your eye to judge exactly how much power is 

One of the disappointments of Valora Valley Coif 
is that there are no other courses to choose from. 
Whether you're in the Open, in Skins Play or 
Tournament Play, it's the same 18 holes. Another is the 
rather useless choice of four golfers — two male, two 
female — whose different attire and hairstyles are 
poor substitute for the fact that they all play the 
same. Even more pointless is choosing your caddy, 
although it's quite amusing when they pop up sport- 
ing a cheesy grin to offer you a compliment like "nice 
par'' or "great drive'' 

Valora Valley Golf doesn't quite match the more 
playable Virtual Golf, but because its courses are more 
unusual and thus more challenging it gets the better 
of the other golf games currently available on the 
Saturn, including its earlier incarnation. Pebble Beach 
Coif. Mot a classic by any means, but golfing fans with 
an eye for something different, or even golfing fans 
with a taste for the Satanic will be sitting at the 19th 
hole satisfied. 
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Move is the very unique and spiky hole 6. If you're a daredevil 
you'll risk going For the short cut through them. 




A stream In the middle of the course makes hote S one on which your first 
will have to be very precise. If you want to finish with a birdie or 01 
going to have to be on the green in two shots. 



4 sports one of the bumpiest greens you an 

You're gnlng to have to make some inspired judgements 

I can tell you. 
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POWER OF 


THE 


DEVIL! 




Warp? Psycho? Cyclone? 


ire? What does 


all that mean then? It is in fact the 




Devil's 01 


wn supernatura 


talents coming 


nto play. If you hit the power button 






, then one of these super shots 


nakes itself available. With fire, the ball 




spontan 


=ously combust 


anddrivesthro 


jgh anything in its path. With cyclone, 
1 thing except it travels along the 
















1 ground. Psycho sees the ball 








1 throbbing, although what exact 








1 difference this makes is a bit of a 








1 mystery. Probably the best of the 


J, * 






1 special shots is warp which causes 


"fl ? J 




1 


1 your ball to disappear only to 
1 rematerialise on the green. 
1 Getting the knack of using these 
1 specials takes a bit of time, but 






! / 


jL i 






1 when you do it offers you 








1 tremendous advantages 




Once you're on the green ■ map with the gradient and distance automatically 
appear*. You're going downhill hera m It'll hive is he a gentle putt. The grid 
>i any bumps that you would otherwise be Ignorant of. 
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The famous Megadrive series makes it to 
Saturn. But is the Shining concept getting a bit 
long in the tooth (ha ha, tooth, wisdom, you see?)? 
Or could this be the first popular Megadrive range 
to make a sensation on Saturn? 



after the prospects of 

adrlve brands h 

i-BIT. Sonic, Streets of Rage 

flirting Force being the n 
points of interest. Well it was only a matter of time 
before at least one of them managed to make the 
transition, and this is the end result. Not just anoth- 
er Shining Force game, this is a re-vamp of the 
Shining Formula, 

Set years after the events of the previous Shining 
games (like anyone really cares about the timeframe) 
you play the son of a great [and dead) knight, ready 
for his first day at the office. After nobly decking your 
aged grandfather upon his own bizarre wishes it's 
time to guide the wannabe warrior to the king's cas- 
tle, evading or knacking the roaming beasties along 
the path. It's in the process of decking said roaming 
beastic-s that the player notices the first advancement 
along the Shining path. The combat system, time-con- 
suming war game-style backbone of previous Shinies 
has been replaced by a more arcade-friendly press- 
and-slash goings-on. immediately tins increases the 
pace of gameplay about a hundredfold. Which means 
there's more game time to concentrate on that all- 
important centrepiece of any decent RPC.the plot. 

Obviously this could be a bad thing. After all, if 
you couldn't give a stuff what happens to Bolric and 
his Elves you're unlikely to even wade through the 
reams of text, let alone tackle the puzzles in a game. 
But Shining Wisdom excels here on two levels. For 
starters, the plot is fast-moving and intriguing 
enough to sustain your interest, and secondly because 
there's such a huge degree of interactivity. Non-player 
characters do waffle on a fair bit as you'd expect, but 
in Shining Wisdom you're given the chance to reply (in 
affirmative or negatory terms) to all their questions. 
This means you've got more scope to change the 
direction of the plot than by whether or not you win a 
battle or find an object. Basically this has transformed 




the more strategy-based Shining engine into a more 
in-depth role-playing animal. 

Existing Shining Force fans shouldn't be disap- 
pointed -after all the series began life as a first-per- 
son perspective dungeon exploration game called 
Shining in the Darkness, which was crap. And it was 
the first game I ever reviewed in my life, sold know 
What Wisdom represents is the kind of step forward 
required to take Shining games into 32-BIT. 

Obviously if you 're a die-hard anti-RPC cam- 
paigner Shining Wisdom has little chance of convert- 
ing you. It hasn't got the amazing graphics of Dor the 
gore-centric risqueness of Snatcher to tempt the 

more vicarious thrill-seekers over. But it's nowhere 
near as sedate as you'd believe. The plot evolves rapid- 
ly, there's a lot of running around and fighting mon- 
sters and very little waiting around. Even reading 
important clues and bits of plot is made more fun by 
being able to speak to the other characters (a bit). 

Hopefully this is the first of many Shining games 
to hit the Saturn in the future, as it's ace Though per- 
haps Sega could attract a wider audience by bringing 
out tiles based on the same engine but without the 
almost passe swords 'n' sorcery fairying about that 
puts a lot of players off. 
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That red-headed chap is you. This game would Even the villains in Shining Wisdom look %i 
be better il you didn't play a ginge. like this little bouncing elf. 



what I've gathered of th 
tb, there's something wrong with 
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a table by a long chalk. 



Remember kids, a true here is always up for giving away 
last Rolu in act) of saintly generosity. But then that's why 
they're fools who are eaten by mnnrters for nothing. 



Oh my God! Shining Wisdom features an eerie flashback scene 
sure to freak uot hard-working members of the Saturn Mag 
team all too used to this vision. 




» SEGA SATURN 81 



iff* •• f • •• •• •• ••• •• •• 

•••••• ••••• •• ••• ••••• •• •• •• •••••• •• ••• 



PREVIOUS LEADERS WIPED OUT 
COMPLETELY BY NEW HYPER RACERS! 



TIME ATTACK TOP TEN! 
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Life as a platform game is proving quite treacherous on the 
Saturn. Expectations are high but the realities are far from it. 
Rayman's performance was lack lustre and Johnny 
Bazookatone's was utterly disastrous. CanGex perform up 
there on the platform? 





| V? Yea, I watch it now and then. Let 

see, I'm up at about half past 
I eleven just in time to catch the last of 
I This Morning with Richard and Judy 
and when that's finished I switch over 
and watch Pebble Mill or whatever it's 
called these days but it doesn't matter so long as it's 
got Alan Titchmarsh or ludy Spires in it and then I 
watch the one o'clock news, followed by Neighbours 
and then it's a quiz show like Turnabout or Chain 
Letters and after this there's a bit of a barren patch 
for a couple of hours unless I'm prepared to watch 
some of the early Eighties Australian soaps like A 
Country Practice or The Voung Doctors and then 
things hot up again with the late afternoon quiz 
shows switching from one on BBC 2 hosted by Paul 
Coia to either Countdown or Fifteen to One, depend- 
ing on which Is running, and after that it's time for 
the Neighbours repeat and then the news and then 
the evening schedule starts and... blah blah... The 
BilL.blah blah...Cardeners World... 

Sad Isn't it? But TV slackdom is an easy thing to 
fall into, and in the case of Gex. such apathy has cost 
him dearly. Sucked into his TV by a mad insect profes- 
sor, no doubt out for retribution for the a mount of flies 
the voracious gecko has eaten as TV dinners, Gex finds 
himself wandering through platform worlds in search 
of a way out. The great irony is of course that all the 
routes of escape depend on the very TV's and remote 
controls that seem to dominate Gex's destiny 

On this plot introduction alone you are no doubt 
already beginning to make all of the usual assump- 
tions regarding a platform game. and. unfortunately, 



they're all likely to be right. Gex is a platform game 
that offers nothing in the way of originality or surpris- 
es. The action is set out over several worlds, each with 
its own theme like Graveyard world, Jungle world or 
— wait for it — Cartoon world! Gex has to find 
remote controls to access new levels, beat up foes 
with his tail or tongue, collect golden flies and power- 
ups, and generally go about playing the genre by the 

In an attempt to jazz up the gecko, Gex features 
lots of wacky samples from TV and films, putting the 
lizard on the cultural pulse so to speak, in an effort to 
give him an air of credibility. Instead, Gex comes 
across as a character locked in the sappy and dated 
world of the 'bodacious dude'. It's another example of 



how Gex succeeds in missing the boat, a boat inci- 
dentally that ought to be making its way to the less 
demanding shores of 16 bitdom. 

To redress the balance slightly, I suppose I should 
point out that the graphics and animation are pol- 
ished, that the game moves at a decent pace and that 
it's certainly playable, but while this is all true, none of 
these things make up for the utter predictability of it 

Like Johnny Bazookatone before it. Gex looks out 
of place on the Saturn. That's not to say that platform 
games have no future in 32 bit gaming, rather that 
games as mediocre as this have no place anywhere. 
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StiniliBg Hop 1 skull rift, Gt* is given to 
conlempliting his Highly predictable and 
monotonous destiny. And none of tin 
toned in either! What a personal disaster. 
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LAKESIDE COURSE 



TheUfcesideCoursefeaturesmoretwistsand turns than any of the Others, and a spe- 
cial mention must be made of the road width; this course features the thinnest track- 
ways of all and your powersliding must be exact; there is no room for mistakes! Once 
again, DAVID HODGSON is your guide. 
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ADVANCED DRIVING CLASS: PART 2 
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After a swift jaunt along the initial 
straight, you must position yourself 
on the left of the track for the first 




easy right. Strafe the right embank- 
ment before straightening up and 






sliding towards the left. Swing your 
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vehicle around in a powersliding 
frenzy so you almost clip the side of 


First corner; and time to hug that fence! 




the third bend before driving to the 
right-hand wall and positioning 
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yourself up for the second set of 
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Grapple with the wheel, and slide left... 
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...keeping your cool and zooming away! 

I 





A narrow and fiendishly twisting i 
left before righting yourself quickly to tal 
Drift from right to left and then head for the left 



nely wide, 
ie left before switching to the right 
?diately Now comes the fun bit; as you must really rocket around 
ectlon in one huge powersllde. This really separates the profession- 
amateurs, as any deviation from this racing line could lead to a 
a nasty spot of buffeting around the raised embankments Then it 
ards through the next straight... to victoryl 
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... and slide close to the e 
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The path to true Virtua Fighter 2 mastery continues in this - the third instaJment of the continuing VF coverage, in this month's section 

we take a look at three of the most popular characters in this incredible fighting game. First up, we have the drunken master 
himself. Shun Di - followed up by the Bryant siblings, Sarah and Jacky. 





SARAH BRYANT 










inm 



JACKY BRYANT 



The most popular character of Virtua 

Fighter i was Jacky Bryant, who earni 

himself many fans due to his ease of 

use and power, in Ihe Japanese VF 

tournament which helped shape the 

scenario for VFa, he was trounced 

by Lau and Sarah players, so AMI 

have boosted what he's best at 

(ease of use and power) for the 

sequel. The result is a player who 

all too often becomes super- 
cheesy in the hands of the VFz 

novice. This is because attacks of 
such power can be activated so 
easily that even some experts 
have trouble against him. 
Another irritating factor about 
Jacky is the fact that his pounce att 
(up+P) is the fastest of all the fighters and the simplest 
knock-down can be followed up effectively with this frustrat- 
ing technique. 

Of course, all of this is pretty good news if you're a Jacky playei 
However, if ever you want to learn to use him properly, you really w; 
make use of the enviable range of combos at his disposal. Like Akira, Jacky can 
rely on both staggers and floats in order to pull off some exceptionally damaging 
techniques. Unfortunately, he relies pretty much on a small range of moves to do 
this. For staggering, it's the elbow move (forward+P) or the side-kick (down/for- 
ward-f K) and for combos it's nearly always the ubiquitous knee (forward+K). 
The combinations we've set out below show off both of these types of 
combo and are essential reading for all Jacky playeis. The sad tragedy about this 
fighter is that regardless of how good you are at combos and what-have-you, in 
the end you really need to resort to cheese In order to get anywhere with him 
(when you're playing in the big league}. 
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X-MEN: CHILDREN OF THE ATOM 

It's possible to start the game up in Its original arcade mode, complete with the 
original messages To do this, hold A, C and Start on Controller i when you start 
the game up. Keep them held and the arcade start up screens will appear, fol- 
lowed by the "Insert Coin" message. The L button inserts another cr 
like "Start" in the arcade. 
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HANG ON GP '96 



These cheats lets you access a few of the extra features in the game which 

would normally require playing the game. Ugh. 

Access Extended Courses - Goto the option screen, highlight "Game Level" and 

press B. Now press the shoulder buttons in this order R. R. L, R, R. A beep noise 

will let you know that the courses are available. 

Free Time Trials - Highlight "Timetrial" on the main menu and press Right, Left, 

Up, Down, Z. A beep noise will let you know that you can now have "Free" time 

Access Hidden Bike -Once you have collected the five extra bikes by winning the 
three extended courses, get a lap time of under 29 seconds on the Long Albatross 
Cliff Beef track. The silver bonus bike should be added to your collection. 




DARIUS 

These cheats should be performed on the title screen with "Game Start" and 

"Option". 

For a special "Abnormal" difficulty, hold X and press Z : C, L, B, Left, R, L Co to the 

option screen to find the new setting. 

For lots of credits, nine actually, press X, A, L, R, Left, then hold L and press X, C, 

Z, A, Right, Right Start the game and each player will have those nine credits. 


- 


3 TEE «LS1|.™™.. 


This is where you should 
perform both of the cheat!. 1 
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On the left you can Me "Abnormal" 
difficulty selected, and above you can see 
that both players have gut plenty of credits. 
It you're playing In one-player mode, uie up 
your nine credits, then continue as player 2. 
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re the letter * is fighting [ike Shun (It's performing the 
B*C punch) and above it's Dura) countering a punch. 



Not only is it possible to summon the Virtua Bird to fly around a fight, it's possi- 
make it lift your player off the screen! To make it do this, play through the 
in one-player mode until you reach Jacky's stage, then press X. V and Z on 
both controllers to call the bird. Now lose the final round with a Ring Out and 
is you fall out the ring, hold Up Keep holding it until the Game Over 
message appears and the bird will carry you away! It definitely works with Jacky 
lally works with other characters. 




t very good at the game, try this cheat out. It's probably harder to do 

lly completing the game. 

continues - Pause the game, press Left and release it, then press and hold 

i then C, then release them in the same order Then press and hold Z, L button 

.nd R button in that order, then release them in the same order. Then press and 

lold X, Z and Up in that order, then release them in the same order. Then 




When the game's paused, 
follow the instructions 
above to get e>tra 
continues. Personally, I'd 
rather run out of lives and 
play VF2 instead. 
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GAME of the month 
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VV over three 


ese audiences v. 


ere treated to the 


finished 




f X-Men 


months ago, U 


B am 


esplayersw 


re subje 


ted the 


undecided- 


ness of Acclaim 


ntertainment. 


*fo 


we weren' 


expecti 


gtose 


this title in 


the ihopi until 1 


ne, at the very 


earlir 


st. So, to su 


denlyb 


ng the 


game for- 


ward by around four months me 


nit 


at this top' 


tie has 1 


eceived 


a rather low 


key release. But 


don't let that p 


rtwo 


off. Aside f 


om VirU 


a Fight 


r 2, this is 


the best beat en 


up to appear 


n the 


Saturn, eve 


though 


t hasn' 


managed to 


break into the 3D realms. 












Where X-M 


n games have been somewhat guilty in the 


last of 


nu-repre- 



sentingtherr comic and cartoon counterparts, this is by far and away the best con- 
version of Wolvers and co. to date And if you're an arcade fan. there's no doubt that 
you'll recognise it. as it's also an arcade title - luckily, as an arcade 
measures up considerably well too. In fact, there's very little difference between 
this and the original arcade game, but that's probably because Capcom, the devel- 
opers of the original arcade title were also responsible for tht 
you'd expect the Japanese covnersion to be pretty spot on just 
course, but Capcom have also done a brilliant job on the PAL 
European game runs at exactly the same speed a; 
comes equipped with full-screen play too. 

However, it's not just a good game becausi 
Mope, the gameplay itself should be enought to get any 
ing at the mouth. In addition to a whole host of X-Men c 
from, there's literally millions of special moves to learn and of 
tunity to master the 24-hrt combo. And. as you'd expect from the beat em up 
kings, the moves are truly spectacular, the graphics are of top notch quality an 
lent package - perhaps not quite 
. but as zD beat 'em ups go. this i: 
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It's taken an absolute age for an American Football game to appeal 
Saturn | but you can guarantee that as soon as this is in the shops there will be 
an absolute deluge of footie games to follow in the next couple of months. But, 
for now, NFL has the steal over everything else. Which actually, is no bad thing as 
although it doesn't enjoy the "big name" attraction of titles such as John 
Madden, it's a pretty good representation of American Football. 
Megadrive and 32X versions of a couple of months ago. Luckily though, the Sati 
version looks and feels very different from its little 16-bit cousins' efforts - there': 
loads of camera angles to choose from, some rather nicely sheened graphics and 
of course, screen upon screen of "vital" footballing information. In fact, it would 
seem initially that Quarterback Club is a nigh on perfect representation of Yank 
footle. And, for the most part it is. But It does suffer from a few misgivings. 
Probably the most prominent Irritation factor comes from the CPU's tendency to 
predict your passes for you, resulting in gameplay that's rather more perfect than 
it should be. But, in multi-player mode, this feature becomes redundant, and as 
you'd expect, this Is the best way to play the game. 

On the whole, although Quarterback Club is, for thi 
glorified 16-bit title, it's still an essential buy for anyone who' 
Football. While it doesn't really expand on the game genre, unless you want to 
dust off your Megadrive every time you fancy a bit of John Madden, it really is 
the only option. 




'1 tha first American foot- Expect lo see plenty of other 

ill game on the Saturn and American football games 
'1 pretty damn fine. appearing in the near future. 





Oh dear. In fact, oh 
MKII on the Satui 
solved with its appear; 
the MK series will now 



double dear with cherries on top. The non-appearance of 
1 has been something of an enigma, but luckily, all is 
nee this month. In fact, this works in two ways -fans of 
be able to rush out and buy the title, although when they 



illy come to play the game, they may find it very shocking indeed. 

Unfortunately, this has nothing to do with thecopius amounts of gore in the 
:. Even less to do with the head-ripping, spine stripping moves either. It's 
) with the fact that this is absolutely appalling When we reviewed the 
game back in the very first issue of SEGA 5ATURN MAGAZINE, we were informed 
(after our review) that the game was not to be released and was being taken back 
to the drawing board for some essential alterations. By this, we thought that 
Probe/Acclaim meant that they were intending to add the finishing touches to 
their game, But, what they've actually done is make the game much worse than 
any of the versions seen on cartridge format. Yep, gone are the fluid bouts of yes- 
teryear, replaced instead by cantankerous, jittery gameplay. For a start, the sound, 
surely the boone of CD gaming is absolutely appalling, and the loading time bor- 
ders on the tragic - in fact, the entire title suffers from chronic slowdown. 

If ever there was a title that eclipsed the current MK backlash, this is it. A 
more wheezing, fragile grandad old duffer conversion you'd be hard pushed to 
find. The fact that this doesn't even measure up to a cartridge title should sell its 
utter inadequacy. 
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Ah, now this is more like it. Even though Danus may look like a coin-op that was 
squeezed out of the wrong end of the eighties, it's easily one of the most 
playable games of this month. Funny then, that this bom b-a- minute shooter should 
feature fish. Yes, fish. But, although fish are genrally quite placid creatures (apart 
from Pihranas of course), in this game, they're quite the most vich 
mankind has ever had to face. But don't let that put you off, because that's the exact 
joy of playing Darius. There's literally millions of monsters to mash, most of which 
appear on screen at once, and even though there's a rather glaring lack of the third 
dimension in the gameplay, the graphics and challenge are extremely superior and 
should provide a superior play for all shoot 'em up fans. 

With 26 levels in all, plus a difficulty level that really will challenge all standards 
is the perfect choice for anyone who's into pure gameplay As long 
it's not using the Saturn's full potential, that is. 





TITAN WARS 



Titan wars; it came, it saw, 
and then it sluggishly 
crawled into the ho> marked 
exceedingly naff. Bargain 
bucket bound! 



After a lack of shoot 'em ups at the time of the Saturn's launch, a few more 
seem to wheedle their way on to the machine each month, although we're yet 
to see one of any substantial proportions. 

Basically, your objective in this game is to fly about in your little toy ship, nego- 
tiating valleys and the likes, and shooting lots.To break up the monotony, there's 
also plenty of nice FMV interludes, the cheesiness of which has not been seen since 
the days of Tom Cat Alley on the mega-CD. 

In fact, "Mega-CD" sums this title up very well If you need further evidence to 
support this theory, just take a look at the 3D or even the animation on the ship. 

It's a shame that equal amounts of effort weren't ploughed into both the FMV 
sequences and the gameplay. as the best hasn't been made of either part to war- 
rant either extended play or a purchase of the title. 
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Released in the late months of last year to a rather apathetic Japanese audi- 
ence. Hang On didn't exactly generate the excitement that Sega hoped it 
would. The most obvious reason for this, is while the arcade version of Hang On 
was probably one of the most popular arcade titles of the last decade, the 
Saturn "conversion" is unfortunately nothing like the coin-op everyone goes all 
misty-eyed over. 

What's there in its place isn't awful by any means - the action provides a 
playable enough racer, although almost every feature is lacklustre in one depart- 
ment or another For instance, while the graphics have a decent 
the motorbike looks nothing like the real thing, has hexagonal wheels and very li 
tie thought put into its appearance. And the gameplay, whilst almost reproducin 
the effects of a motorbike sim. feels almost dream-like -there's no weight to the 
bike and the controls are just way too sensitive 

Of course, if it wasn't for the appearance of the heavyweight Sega Rally. 
Hang On may have just about chugged its way on to a decent sales perfi 
But with such excellent titles already out there, there's no 
racer that's not up to scratch. 
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CREDITS 



DESTRUCTION DERBY REVIEW! s= 



Oh you lucky lucky readers you. Next month (finally ) sees the review of Destruction Derby! Y 
we know it's taken ages, but it's finally finished! And that's not all - there'll be loads more 
Saturn coverage inside the mag, including LOADED and full reviews of MORTAL KOMBAT 3, DARK- 
STALKERS, DEFCON 5 and EURO 96. You'd be an obvious fool to miss it. So don't, or people will point 
at you in the street laughing "Fool! Fool!" until you are eventually driven to suicide. 
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DOLBY SURROUND 



SfGVI SATURN MAGAZINE ISSUE 7. OUT APRIL 24th. to test all software 




PRICE! CHOICE! QUALITY! SERVICE! 



THESE HAVE MADE US THE FASTEST GROWING COMPUTER 
AND VIDEO GAMES CLUB IN THE COUNTRY !! 



OUT OF THIS WORLD SATURN PACKS 
AT DOWN TO EARTH PRICES!!! 





Get ready ibr one serious See-Food Cocktail. 

it's GEXi'our'bug imincriing, 

"tongue-lashing alter-ego. Oh yeah, m got 
Hungry-Man portions of pop-culture 

obeese all right. Kith late night TV"f reaks 

/// 
like Gamera and Flatulence Man. Im 

i 

But its our special sauce— over 500 / S 



i'rom HBO" comedian Dana Gould— that give 

gex major attitude, so iorget about 



good taste. And go with the skanky bug 




HEW for 

Sega Saturn™ 

and the 

PlayStation'" 



dU jOUr instead. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least S years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 
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